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FOREWORD 


Hello, and welcome to the Gym Heroes Strategy Guide! This is the official book that 
tells you everything you need to know about the Gym Heroes expansion set for the 
Pokémon trading card game! And who am | to say that? Why, I’m Professor Oak, 
one of the world’s leading Pokémon experts. 


As you know, the Pokémon trading card game lets you make your very own deck 
of sixty cards from all the different Pokémon cards out there (that’s over 375 cards, 
counting the cards in this set). Since Pokémon cards are so easy to carry around 
with you, you and your friends can play together pretty much wherever you go. If 
you play enough, you could even become a real Pokémon Master like th = 
ers in this book. 


is brol 
tim 


earned. You earn points by playing Pokémon TCG games, trading card » hel 
Gym Leader, completing Pokémon activities like word searches or drawing yc 


ts 


own Pokémon card, and more! The Pokémor, 3 Lea tue is one of the be: places 


player. 


If you want to find a Pokémon TCG League store, | can help. To find a Leagu 
near you, just visit the Wizards of the Coast website at www.wizards.com/Pokemon 
and look through the store listings. You can also call Wizards of the Coast Customer 
Service at 1-800-324-6496 and ask the nice people there. There are Pokémon TCG 
League stores all over the United States, so there’s probably one near you. 


But first, read through this guide and make up a few decks (we’ve even suggest- 
ed some in the “Cool Decks You Can Build” chapter). Then come join the Pokémon 
TCG League and play those decks! You'll have a great time and you might learn 
even more about those creatures we all love—Pokémon! 


Sincerely, 


PROFESSOR OAK 


THE WORLD 


POKEMON 


The Pokémon trading card game (TC a er-growing game. With each new 
expansion, there are more Pokémon, Trainer, and Energy.cards to collect. When 
nam ion of cards. 


Each expansi 
375 diffe 


In the “Cool Decks You Can, Build” 
the Gym Heroe 


ave all the Pok 
y-to-buil 
le. 


The other-seven decklists contain di mon, and 
on cards. They.were*désigned for those players who ha’ cards 

and want to play Pokémon more competitively. If you don’t hav e cards for 
a deck you’d like to build, it’s okay to use easier to get co and uncom- 
mons for those hard-to-find rares. Of course, most of t ill work better 
with the cards we suggest ... and a few of these decks j on’t work without 
certain cards. ‘ 

The “Gym Heroes Card Encyclopedia” chapter shows full-color pictures of 
every card in the set along with strategy'tips for using those cards in your 
decks. The encyclopedia lists the-cards in alphabetical order so you can easily 
look up any Gym Heroes:catd at a glance. This makes it a handy reference when 
building your.own decks or looking at strange, new decklists. 


If you’re not sure which cards are holofoils, rare, uncommon, or common, the 
“Complete Pokémon TCG Checklist” chapter has all those answers. There are 
complete checklists for the original Base Set, Base Set 2, the Jungle, Fossil, 
Team Rocket, and Gym Heroes expansion sets, plus promotional cards. You can 
also use this chapter to check off your cards as you collect them. 


The Anatomy of a Pokémon Card 
Now let’s take a moment to go over the basics of the info on a Pokémon TCG card. 


g 


GYM HEROES STRATEGY GUIDE 


Name (A) 

Each Pokémon has a different name. Some Pokémon have more than one card 
with different attacks and other special abilities, but each different card is con- 
sidered the same Pokémon if it has the same name. You can have up to four 
cards with the same exact name in your deck. The exception to that rule is basic 
Energy cards. You can have any number of basic Energy cards—®, ®, ©, @, © 
and ©—in your deck. 


Mega Punch 


Thunderbolt Discard al Energy 
rds attached to Le Surges Raichu 100 
(order to use this attack. 


Stage of Evolution (B) 

There are three kinds of Pokémon—Basic, Stage 1, and Stage 2. Basic Pokémon 
can be put on your Bench during your turn. You can’t evolve a Pokémon the turn 
you played or evolved that Pokémon or on your first turn of the game. 


Evolves from... (©) 

Stage 1 Pokémon evolve from Basic Pokémon, and Stage 2 Pokémon evolve from 
Stage 1 Pokémon. You have to have the matching Basic or Stage 1 Pokémon on 
the table to play an Evolution card. Stage 1 and Stage 2 Pokémon cards show the 
name and a picture of the Pokémon they evolve from to help you remember. 


Hit Points (HP) (D) 

This number tells you how many damage counters this Pokémon can have 
before it gets Knocked Out. Each damage counter counts as 10 points of 
damage. 


Pokémon Type (E) 
This Energy symbol shows you what kind of Pokémon is on the card. Lt. Surge’s 
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Raichu is a Lightning @) Pokémon. If another Pokémon has a Weakness or 
Resistance to @ and is attacked by Lt. Surge’s Raichu, the amount of damage 
that Pokémon takes is affected. 


Illustration (F) 

This shows you what your Pokémon looks like. If the card is a holofoil, the card 
illustration will have a shiny pattern behind it. The pictures of Basic and Stage 1 
Pokémon are shown small in the upper left-hand corner of the card on Pokémon 
they evolve into. For example, Lt. Surge’s Raichu shows a picture of the Basic 
Pokémon, Lt. Surge’s Pikachu. 


Statistics (G) 

This tells you what kind of Pokémon is on the card, along with how long it is and 
how much it weighs. Pokémon statistics are not usually used during the game 
(but check out the Blaine’s Quiz #1 Trainer card!). 


ast Edition (H) 

If this Pokémon has the “ symbol, that means it is a 1st Edition card. Only a 
certain amount of cards from each expansion have this symbol. The < symbol 
has no effect during a game. 


Expansion Symbol (1) 

Except for the original Base Set, all Pokémon cards have an expansion symbol 
to let you know what set they came from. Lt. Surge’s Raichu is from the Gym 
Heroes set. The other set symbols are Base Set 2 (#), Jungle (88), Fossil (¥), 
and Team Rocket (R). If a card has the Promo star (3% ), itis a promotional 
card and can be hard to get. 


Pokémon Power (J) 

Not every Pokémon has a Pokémon Power. Some have an attack instead (like Lt. 
Surge’s Raichu’s Mega Punch attack). Some Pokémon Powers can be used any- 
time during your turn before you attack. Others are always working and can 
change the rules of the game. A few Pokémon Powers only work when some- 
thing else happens. Each Pokémon Power describes how it works. Pokémon 
Powers generally can’t be used if the Pokémon is Asleep, Confused, or 
Paralyzed. 


Attack (I) 

Attacks are used to damage your opponent’s Pokémon. Each attack has an 
Energy cost on the left. Lt. Surge’s Raichu has a Thunderbolt attack that costs 
@@@® to use. That means you must attach at least four Lightning Energy to Lt. 
Surge’s Raichu to use Thunderbolt. The name of the attack is bold, and if the 
attack does anything special, that information is printed after the name. The 
number on the right shows how much damage the attack does. Some attacks 
have numbers and symbols for damage. The attack will explain what those 
symbols mean. 
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Weakness (L) 

Some Pokémon have a Weakness to other types of Pokémon. Lt. Surge’s Raichu 
has a Weakness to ® (Fighting) Pokémon. Whenever a Fighting Pokémon dam- 

ages Lt. Surge’s Raichu, Lt. Surge’s Raichu takes double the amount of damage 
that attack normally does. 


Resistance (M) 

Some Pokémon have a Resistance to other types of Pokémon. Lt. Surge’s Raichu 
doesn’t have a Resistance. If a Pokémon has Resistance to a ® Pokémon like Lt. 
Surge’s Raichu, that Pokémon would subtract 30 from the amount of damage it 
received when attacked by Lt. Surge’s Raichu or any other Lightning Pokémon. 


Retreat Cost (N) 
If this is your Active Pokémon, you can switch it with a Pokémon on your Bench. 
Discard the amount of Energy shown here from the Energy attached t 


Pokémon. If this shows any Colorless @) Energy-co 


Card Number (P) 


time m have two di é th ct 

Piste isty’s Tentacool and... Misty’s Tentacool). Besides lookii 

at thei cue 0 tell these Pokémon apart is to look 

at their leve y é ay a ntaco = 
4] 


set. Lt. Surge’s Raichu is number 28/132, which means it is card number 2 
set of 132 cards. 


Rarity (Q) 
This tells you whether the card is rare (x), uncommon (), or common (@). 


THE HEROES 


From Cerulean City to Pewter City and beyondy-you can find powerful Pokémon 
trainers called Gym Leaders. These.are some of the best.trainers around, and 
the Gym Heroes set lets you check out somevof.the gyms as Well as Gym 
Leaders’ personal Pokémon and:training methods. What,better way.to become a 
Pokémon Master'than:to.learn the secretS*of Pokémon from Some of the best 
trainers ever? 


The Pokémon in the’Gym.Heroes expansion all belong.to a Gym Leader. 
There’s no “Onix” in Gym Heroes, but.you will find Brock’s Onix here, and the 
training the-Gym Leaders use on their Pokémon can make them Very different 
from Pokémon you’ve:seen before. 


Of.course, Gym Heroes also has Trainer cards, most of which also featureva 
Gym Leader in some way. Some Pokémon trainers, like Brock and Misty, even 
get their own Trainer cards. Gym Heroes even introduces a new kind of Trainer 
card; called a Stadium card. Gym Heroes also has basic Energy cards, which get 
used inthe theme decks. We won’t cover those in 
this book, 


Gym Leader Pokémon 
There are a few things you have 
to remember when playing with 
Gym Heroes Pokémon. First, 
Stage 1 and Stage 2 Gym 
Leader Pokémon can only 
evolve from that Gym 
Leader’s Basic or Stage 1 


aor req ee 


» Lt. Surge’s és Raichu 70 HP 2 


aD Mega Punch 30 


derbolt Discard all Energy 
D@ Trunderrett cesurges tac 100 


DD in order to use this attack. 


eae comm arene in ITE # 
sce segmeh mentee cme 
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Pokémon. So, Misty’s Seadra can’t evolve from just 
any old Horsea. It can only evolve from Misty’s 
Horsea. And even though the Fossil expansion’s 
Sandslash can evolve from the Base Set 
Sandshrew, it cannot evolve from Brock’s 
Sandshrew. So when you use a Stage 1 or Stage 2 
Gym Leader Pokémon, you have to make sure you 


Put a Basic Pokémon or Evolution card 


use that same Gym Leader’s Basic Pokémon. ard tana face down in trnt of you | | 


and el your operons of 
rekon Fie Gide yee 
The good thing about this restriction is that dro 3 de Spent ered reg you 


Gym Leader Pokémon don’t count toward the Gian. sigue 
four-card limit on non-Gym Leader Pokémon. So, 
if you’re a real Pikachu fan, you could have four 
copies of Pikachu in your deck and four copies of Lt. Surge’s Pikachu. If there 
was another Gym Leader with a Pikachu, you could have four copies of that one 
too! 


SJ) 


Training Hard: The Gym Leaders 

Gym Leaders have more than just their own Pokémon helping them. These 
smart Pokémon trainers each have their own training tips, friends, and special 
items as well. For instance, Erika’s Maids allows you to put two cards from your 
hand back into your deck to search your deck for two Pokémon 
with Erika in their names. When you’ve got this card and 
an Erika deck, there’s not much chance you’ll run 


Eyiia’s Dratini 40. HP® 


/ TRAINER | 
Erika’s Maids | 


rarer 
ten tnpert om 


Trade 2 of the other cards ir 

cards in 
hand for up to 2 Basic Pokémon 
and/or Evolution cards with Erika in 
their names from your deck. Show 
ie ec to your opponent, then 
pee ee hand. Shuffle your 


J 


B 


2) 
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Paralyzed, or Poisoned. So, if you’ve got a lot of Erika’s 
Pokémon and this Stadium card, it’s like you turned all of 
your Energy into Full Heals for your Pokémon! 


Stadium cards are often really good cards to make decks 
around. Just take a Stadium card and add Pokémon and 
Trainer cards that work well in that Stadium. You can try 
out a few different decks with Stadium cards and see if 
you can give your opponents’ decks some real workouts 
at your Gym! 


1o Cards That Will Give Your Decks a Workout 
The following cards are some of the most interesting 
cards in the Gym Heroes set. These cards are all good 
cards worth putting in more than one deck. Are they the 
best cards in the set? Well, that depends on what type of deck you like to play. 
But we think these cards are pretty cool. 


Blaine’s Charmander 

Blaine’s Charmander works really well in an Energy Removal deck. Kindle does 
10 damage to the Defending Pokémon and you discard one Energy from 
Charmander to make your opponent discard an Energy card of your choice from 
the Defending Pokémon. This attack can keep your opponent’s Pokémon out of 
Energy. It’s really good because you can discard any kind of Energy you want 
from Blaine’s Charmander for this attack, and you get to pick which Energy your 
opponent discards. If the Defending Pokémon doesn’t have any Energy you 
want to remove, hit it with Charmander’s Slash attack. 


Brock 

Who doesn’t love Brock? Brock’s a softy when it comes to his Pokémon, and 
now he can help you take care of your Pokémon, too. Brock removes one dam- 
age counter from each of your Pokémon that’s damaged. So, if you’ve had to 
retreat a lot or your opponent’s attacking your Bench, Brock can help keep all 
your Pokémon healthy. Potion is a good card, but it can only remove two dam- 
age counters, while Brock could remove up to six if all of your Pokémon are 
damaged. Brock also works really well in a deck where some of your own 
Pokémon’s attacks damage your Bench. 


Erika’s Dratini 

This tiny little Dragon Pokémon is a lot tougher than it looks. Its Pokémon 
Power: Strange Barrier says that Erika’s Dratini only takes 10 damage a turn... 
no matter how big the attack! Although Erika’s Dratini doesn’t do a lot of dam- 
age, you can use Potions and Super Potions to keep Dratini nibbling away at 
your opponent’s Pokémon for a very long time. 
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out of Pokémon! 


Blaine’s a tricky trainer with a lot of smarts, so it’s not sur- 
prising he’s got a Trainer card like Blaine’s Quiz #1. This card 
lets you put one of your Pokémon facedown in front of you. 
Tell your opponent what Pokémon it is and if your opponent 
doesn’t guess the Pokémon’s length, you get to draw two 
cards. Play this in a deck with a lot of different Pokémon, 
and it will be as good as Bill unless your friends are Poke- 4 
Geniuses! aii as 55 


ater Sno a sy hd hi ar 


During each 
chant £3¢h player’ turn, hat player may 


Enehgy ext 
fe poche eres pokemon with Ela e 
Pokémon is no fon apse 


Some of the Gym Leaders themselves even show up in 
Gym Heroes to give you their personal attention. Brock $0 longer Asleep, Confuse, 
really takes care of his Fighting Pokémon, as you can see if 2 eo 
you look at his Trainer card. Brock lets you remove one 
damage counter from each of your Pokémon that has a 
damage counter on it. That can really add up in the later parts of a game. You 
can remove six damage counters with just one card if your Bench is full and your 
Pokémon are all damaged. 


Getting Home Field Advantage 

Sure it’s fun traveling around and battling with your Pokémon. But wouldn’t you 
like to fight on your home turf sometimes? Well, now you can! Gym Heroes intro- 
duces a whole new kind of Trainer card—Stadium cards. 


Stadium cards are special trainers you put out on the table in front of you. 
While a Stadium card is “in play” it changes the game for both players. For 
example, The Rocket’s Gym means that all Pokémon have to pay an additional 
® Energy to retreat. If you put this in a deck with a bunch of Switch Trainer 
cards and free-retreat Pokémon, you can use this card to make it really hard for 
your opponent to retreat his or her Pokémon. Even better, add some Poison to 
your deck and you'll really have your opponent on the 
ropes. 


One thing you have to watch out for with Stadium cards 
is that as soon as you or your opponent plays a new 
Stadium card, any Stadium card already in play goes 
away. So, if your opponent plays No Removal Gym while 
your Rocket’s Gym is in play, your Rocket’s Gym will go to 
the discard pile. 


Some of the Gym Leaders in Gym Heroes have a spe- 
cial Stadium Card that helps out only their Pokémon. For 
example, Celadon City Gym allows any player to remove 
an Energy card from a Pokémon with Erika in its name to 
make that Pokémon no longer Asleep, Confused, 


Us 
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Erika’s Maids 
In a deck with a lot of Erika’s Pokémon, this Trainer card is much better than 
Pokémon Trader. Since you can put any two cards from your hand back into your 
deck to go get two of Erika’s Pokémon, this Trainer card makes it easy to find all 
the Pokémon you need. Missing the Basic Pokémon and its Stage 2 Evolution? 
No problem! With Erika’s Maids, Erika’s Pokémon will always be ready to jump 
out of your deck and help you. 


Erika’s Vileplume 
This Pokémon has it all! Pollen Defense is a great Pokémon Power because 
every time your opponent’s Pokémon damages Vileplume, that attacking 
Pokémon has a 50 percent chance of getting Confused. Vileplume’s Mega Drain 
attack does good damage and also removes damage counters from Vileplume! 
When you combine this Pollen Defense with 80 Hit Points 
and the Mega Drain attack, you get a powerful Pokémon 
that’s really hard to Knock Out. TRAINER 
Lt. Surge’s Raichu 

This little electric mouse is all grown up and ready to 
Knock Out any Pokémon it faces. Mega Punch does 30 
damage for only @@, but Raichu’s big attack does a lot 
more! Lt. Surge’s Raichu does 100 damage with its 
Thunderbolt attack! That’s right. Let’s say it 
again: Thuderbolt does 100 damage! That’s 
enough to Knock Out Snorlax in just one 
hit! (And you can do 200 damage to a 
Pokémon that has a Weakness to 
Lightning. Take that, Blastoise!) 
Thunderbolt does remove all the 
Energy attached to Raichu, so 
you'll want a Switch ready to 
retreat it until you can build 

up to another big attack. 


Remove | damage count: 7 
rf 
each gf your Pokémon that ha 


Misty 

Ash’s friend and Water Pokémon 
expert is here to help you! Misty does 

twice the damage of PlusPower, which 
makes her twice as surprising for your oppo- 
nent. You can use Misty to Knock Out an Active 

Pokémon that your opponent thinks is safe that 
turn. If you time it right, Misty can get youa 
lot of Knock Outs before your opponent 
can retreat his or her Pokémon to the 
safety of the Bench. 
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No Removal Gym 
This Stadium card is great for decks with Pokémon that need a lot of Energy 
attached. There’s nothing more frustrating than watching your Energy go away. 
But as long as No Removal Gym is in play, no one can play Energy Removal or 
Super Energy Removal, so it’s a lot safer to use Pokémon with cool attacks that 
need three or more Energy to use. 


Misty’s Wrath 

Wow! When Misty gets mad, your opponents better watch out! Bill is a fantastic 
Trainer card but Misty’s Wrath goes Bill a few better (Bill allows you to draw two 
cards while Misty lets you draw seven cards and keep two of them). That means 
you get to pick the two best cards . . . not just the top two cards of your deck. 
That’s some serious card drawing. 


Rocket’s Hitmonchan 

Like the Base Set Hitmonchan, Rocket’s Hitmonchan packs a whole lot of punch 
for a Basic Pokémon. Crosscounter doesn’t do any damage on its own, but for 
just one ® Energy, it will make a lot of hard-hitting Pokémon pause in their 
tracks. Crosscounter has a 50 percent chance of doing double any damage that 
an attack does to Rocket’s Hitmonchan right back to the attacking Pokémon. 
Crosscounter can easily make your opponent’s Pokémon Knock Out itself while 
leaving Rocket’s Hitmonchan still standing. With 60 Hit Points and Crosscounter, 
Hitmonchan comes out swinging. But wait! There’s more! Magnum Punch does a 
massive 50 damage for just @@®. 


Seckiae the top 7 cards of your 


deck. Choose 2 of those cards and 


put them into i 
tases your hand. Discard 


CHAPTER 


COOL DECK. 
YOU CAN BUILD 


This chapter gives you fourteen new decks to build and play with the cards you 
own. Each deck uses cards from the Gym Heroes set as well as cards from other 
Pokémon sets. The first seven decks are “easy-to-build” decks. These decks are 
made up mostly of common and uncommon cards with up to four rare/holofoil 
cards. With only a little bit of work, you should be able to make and play these 
decks. The other seven decks are more advanced. These decks have a lot more 
rare and holofoil cards, and some of them are also a bit more difficult to play. 
These are the kinds of decks you might see played at the Pokémon TCG League. 


Look at the fourteen decks and find one or two that you like. Don’t worry if 
you don’t have every single card. Just try to find a similar card of the same type 
and give it a try. If you have to do this with too many cards, though, you might 
want to try building a different deck. After you play with a deck for a while, think 
about the cards that you really like in that deck and which cards you think could 
be better. Take a look in your official Pokémon TCG Strategy Guide books and 
look for cards you think would work better in the deck. (Remember to take out a 
card for every card you put in!) Then give the deck another try! One of the best 
things about Pokémon is that you are in charge of your own deck. You are the 
Pokémon Master! 
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EASY-TO-BUILD DECKS 


Girls’ Night Out 

This deck may be “for the girls,” but anyone can play it. Misty and Erika are two 
powerful trainers, and they work well together here. When playing this deck, 
evolve Erika’s Bellsprout and Weepinbell into Erika’s Victreebel as soon as 
possible. Then use Erika’s Victreebel’s Pokémon Power: Fragrance Trap to force 
your opponent’s weaker Pokémon to be the Active Pokémon and Use Energy 
Removal to keep that Pokémon from retreating. 


If your opponent gets smart and doesn’t put any more weak Pokémon on the 
Bench, you can use Erika’s Perfume to make your opponent fill the Bench any- 
way. Pokémon can’t hide in the hand or on the Bench when Erika’s around! 
Finally, Misty’s got Erika covered with the power of water. If any hard-hitting Fire 
Pokémon try to burn out Erika’s Grass attacks, use Misty’s Water Pokémon to 
put a damper on your opponent’s party. 


Pokémon (20) 


4 Erika’s Bellsprout Lv. 12 (Gym Heroes) 
3 Erika’s Weepinbell Lv. 26 (Gym Heroes) 
2 Erika’s Victreebel (Gym Heroes) 

4 Misty’s Poliwag Lv. 15 (Gym Heroes) 

2 Misty’s Poliwhirl (Gym Heroes) 

4 Misty’s Tentacool Lv. 16 (Gym Heroes) 
1 Misty’s Horsea Lv. 10 (Gym Heroes) 


3 Bill (Base Set 2) 

4 Energy Removal (Base Set 2) 

3 Energy Search (Fossil) 

2 Erika’s Perfume (Gym Heroes) 

2 Professor Oak (Base Set 2) 

4 Super Energy Removal (Base Set 2) 


8 Grass Energy 
14 Water Energy 
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Blaine’s Lava Pit 

This deck focuses around Blaine’s Magmar and its Lava Burst attack. To make 
the Lava Burst really effective, this deck needs Fire Energy—and plenty of it! 
Lava Burst puts a lot of cards in your discard pile fast, so we included some 
Nightly Garbage Runs to let you put Fire Energy back into your deck (for another 
Lava Burst). 


When you can’t use Magmar, just hit your opponent’s Pokémon hard and fast 
with your other Pokémon. If you need some time to set up an attack, use 
Blaine’s Ponyta. Its Agility attack can give you time to build up your better 
attackers. Unfortunately, Fire Pokémon are almost all weak to Water Pokémon, 
so this deck might have problems against a Water deck. To help with this prob- 
lem we added some Colorless Pokémon as back up for Blaine’s Fire crew. 


Pokémon (20) 


4 Blaine’s Charmander (Gym Heroes) 
3 Blaine’s Kangaskhan (Gym Heroes) 
4 Blaine’s Magmar (Gym Heroes) 

4 Blaine’s Ponyta (Gym Heroes) 

3 Blaine’s Tauros (Gym Heroes) 

2 Blaine’s Vulpix (Gym Heroes) 


3 Bill (Base Set 2) 

2 Good Manners (Gym Heroes) 

4 Gust of Wind (Base Set 2) 

4 Nightly Garbage Run (Team Rocket) 


30 Fire Energy 
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Sabrina’s Sleepy Time Deck 

No, this deck isn’t boring to play, but it sure will put your opponent’s Pokémon 
to Sleep! The idea here it to just keep putting your opponent’s Pokémon to 
Sleep with Jigglypuff, Snorlax, Drowzee, and the rest of the deck’s Pokémon. 
With your opponent’s Pokémon Asleep half the time, just keep damaging them 
until you win! 


If you can get Wigglytuff out, you can use Do the Wave to finish off a lot of 
Pokémon. Challenge! makes it easy to fill your Bench and take advantage of 
Wigglytuff’s attack. Use the Full Heal Trainer cards and Full Heal Energy cards to 
wake up your own Pokémon if they make themselves Asleep too often. 
Sabrina’s ESP gives you an extra chance to make really important coin flips (and 
this deck does a lot of coin flipping). 


Pokémon (20) 


4 Drowzee (Team Rocket) 

4 Jigglypuff Jungle) 

1 Wigglytuff (Jungle) 

1 Rocket’s Snorlax (Gym Heroes) 

4 Sabrina’s Slowpoke (Gym Heroes) 
2 Sabrina’s Slowbro (Gym Heroes) 
3 Slowpoke (Fossil) 

4 Slowbro (Fossil) 


3 Bill (Base Set 2) 

1 Challenge! (Team Rocket) 

2 Full Heal (Base Set 2) 

1 Mr. Fuji (Fossil) 

2 Professor Oak (Base Set 2) 
2 Sabrina’s ESP (Gym Heroes) 
4 Sleep! (Team Rocket) 


3 Double Colorless Energy (Base Set 2) 
2 Full Heal Energy (Team Rocket) 
20 Psychic Energy 
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Mice Pokémon Are Nice 

“Mice Are Nice” is a good example of a theme deck. Theme decks aren’t built 
around a game mechanic (like Poison or cheap attacks). Instead, theme decks 
are built around some other central idea, like a Pokémon episode or things from 
Celadon City. The theme for “Mice Are Nice” is—you guessed it—mice! 


All the Pokémon in this deck are either Mice or Rat Pokémon. If you know any- 
one who’s afraid of mice, they’d better watch out. This deck’s Pokémon nibble 
away at your opponent’s Pokémon. Use Gust of Wind to keep damaged 
Pokémon from jumping up on your opponent’s Bench and hiding there. 
PlusPower gives your little rodents a surprise bite when you need it most. 


. Pokémon (20) 

4 Lt. Surge’s Pikachu (Gym Heroes) 

a Lt. Surge’s Raichu (Gym Heroes) 

4 Brock’s Sandshrew Lv. 20 (Gym Heroes) 
2 Brock’s Sandslash Lv. 26 (Gym Heroes) 
4 Lt. Surge’s Rattata (Gym Heroes) 

2 Lt. Surge’s Raticate (Gym Heroes) 

3 Pikachu (Base Set 2) 


3 Bill (Base Set 2) 

2 Energy Search (Fossil) 

4 Gust of Wind (Base Set 2) 
3 PlusPower (Base Set 2) 

2 Professor Oak (Base Set 2) 
1 Scoop Up (Base Set 2) 

2 Switch (Base Set 2) 


aa Fighting Energy 
12 Lightning Energy 


GYM HEROES STRATEGY GUIDE 


Poison Rocket 

The main goal of “Poison Rocket” is to Poison your opponent's Active Pokémon 
and then keep it from retreating using The Rocket’s Training Gym. This Stadium 
card makes retreating cost ® more than usual. This makes your Pokémon more 
expensive to retreat too, so use Switch when you need to make a change. The 
Potion Trainer cards, Potion Energy cards, and Full Heal Energy card will also 
help keep your Pokémon from getting Knocked Out. 


Once you put The Rocket’s Training Gym in play, remember not to play another 
one. There can only be one Stadium card in play at a time, so you'll just waste a 
card. Hold onto that extra Stadium, though. If your opponent plays a different 
Stadium card you'll want to get back to your “home” Gym as quickly as possi- 
ble. Team Rocket would approve. 


Pokémon (20) 


4 Doduo (Base Set 2) 

4 Erika’s Bellsprout Lv. 12 (Gym Heroes) 
3 Erika’s Weepinbell Lv. 30 (Gym Heroes) 
1 Erika’s Victreebel (Gym Heroes) 

4 Erika’s Oddish Lv. 15 (Gym Heroes) 

4 Sabrina’s Venonat (Gym Heroes) 


3 Bill (Base Set 2) 

3 Potion (Base Set 2) 

2 Professor Oak (Base Set 2) 

4 Switch (Base Set 2) 

3 The Rocket’s Training Gym (Gym Heroes) 


22 Grass Energy 
1 Full Heal Energy (Team Rocket) 
2 Potion Energy (Team Rocket) 
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Fire Extinguisher 

“Fire Extinguisher” will put out your opponent’s Energy faster then you can say 
Fire! Use Super Energy Removal and Energy Removal whenever you draw them 
to Knock Out your opponent’s Energy. But the real secret to this deck is using 
Blaine’s Charmander and Misty’s Poliwhirl to keep removing Energy from your 
opponent’s Pokémon every turn. 


Misty’s Tentacool will dampen your opponent’s spirits even more because its 
Crystal Beam attack can keep your opponent from attaching an Energy on his or 
her turn. With your opponent so low on Energy, all you have to do is attack until 
you score six Knock Outs, and the game is yours! 


Pokémon (20) 


4 Blaine’s Charmander (Gym Heroes) 

3 Blaine’s Ponyta (Gym Heroes) 

2 Blaine’s Vulpix Lv. 9 (Gym Heroes) 

4 Misty’s Poliwag Lv. 15 (Gym Heroes) 
3 Misty’s Poliwhirl (Gym Heroes) 

4 Misty’s Tentacool Lv. 16 (Gym Heroes) 


3 Bill (Base Set 2) 

4 Energy Removal (Base Set 2) 

3 Energy Retrieval (Base Set 2) 

4 Energy Search (Fossil) 

2 Professor Oak (Base Set 2) 

4 Super Energy Removal (Base Set 2) 


Energy (20) 
8 Fire Energy = 
12 Water Energy 


Zz 


i 
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Pika-Mander 

This deck combines the speed of the mouse with the might of the dragon! Most 
of the Pokémon in this speedy deck have attacks that require very little Energy 
to use and also hit pretty hard. The idea here is to come out fighting and take 
out your opponent’s Pokémon before he or she is really ready to handle your 
mice and dragons. 


Use Gust of Wind to blow a big Pokémon without enough Energy up to fight 
your little hard-hitters. Both Blaine’s Charmander and Charmander hit hard but 
use up Energy as they attack. Use Energy Retrieval to power them up again. 
Misty’s Wrath is great for drawing cards, and you can use Energy Retrieval again 
to get back some of the Energy you discard when you play Misty’s Wrath. 


Pokémon (20) 


4 Blaine’s Charmander (Gym Heroes) 

4 Charmander (Base Set 2) 

3 Charmeleon (Base Set 2) 

1 Charizard (Base Set 2) 

4 Lt. Surge’s Pikachu Lv. 15 (Gym Heroes) 
4 Pikachu (Base Set 2) 


3 Bill (Base Set 2) 

1 Computer Search (Base Set 2) 
1 Energy Flow (Gym Heroes) 

4 Energy Retrieval (Base Set 2) 
3 Energy Search (Fossil) 

2 Gust of Wind (Base Set 2) 

2 Misty’s Wrath (Gym Heroes) 
2 Pokémon Center (Base Set 2) 


12 Fire Energy 
1o Lightning Energy 
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CHAPTER THREE: COOL DECKS YOU CAN BUILD 


ADVANCED DECKS 


Ghost Party! 

It’s time for a party, and this deck’s going to throw one with all your ghostly 
Pokémon friends. The goal of this deck is to get your Bench loaded up with 
Gastlys, Haunters, and Gengars. Sabrina’s Haunter’s Night Spirits attack does a 
lot of damage for just ©@ if you can fill your Bench up this way. Challenge! lets 
you play more Bills (draw two cards) or fill your Bench—either way, you’re com- 
ing out ahead here. 


If your opponent knocks out some of your Ghost Pokémon, you can get them 
back with Recycle and Revive. Note that this deck uses four Gastly and four 
Sabrina’s Gastly (you can do this because they count as different Pokémon). You 
might also think about trying another version of this deck that uses Jigglypuff 
and Wigglytuff. Wigglytuff’s Do the Wave attack also works really well with a 
Bench full of ghosts. 


Pokémon (20) 


1 Abra (Team Rocket) 

1 Erika’s Exeggcute (Gym Heroes) 

4 Gastly (Fossil) 

4 Sabrina’s Gastly (Gym Heroes) 

3 Sabrina’s Haunter (Gym Heroes) 

1 Sabrina’s Gengar (Gym Heroes) 

4 Sabrina’s Venonat (Gym Heroes) 
2 Sabrina’s Venomoth (Gym Heroes) 


3 Bill (Base Set 2) 

3 Challenge! (Team Rocket) 

4 Energy Search (Fossil) 

1 Good Manners (Gym Heroes) 
1 Pokémon Trader (Base Set 2) 
2 Professor Oak (Base Set 2) 

1 Recycle (Fossil) 

1 Revive (Base Set 2) 

1 Sabrina’s ESP (Gym Heroes) 
2 Scoop Up (Base Set 2) 


6 Grass Energy 
13 Psychic Energy 
2 Double Colorless Energy (Base Set 2) 
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Celadon City Flowerbed 

Celadon City may be a beautiful place, but it can be dangerous for decks that 
aren’t ready for it. The focus of this deck is Erika’s Gloom. Use its Dream Dance 
and Vile Smell attacks to Confuse and make your opponent’s Pokémon Asleep. 
Gloom’s attack has the same effect on itself, but you can use the Celadon City 
Gym to keep “Full Healing” Gloom over and over again as long as you have 
enough Energy. Erika’s Maids can help make sure you get Erika’s Gloom when 
you need it—as can Bill and Professor Oak. 


Your other Pokémon can Poison your opponent’s Pokémon for yet another 
way to cause them problems. If you can get Erika’s Vileplume out, your oppo- 
nent is really in trouble. Vileplume’s Pokémon Power: Pollen Defense Confuses 
attacking Pokémon, while the Mega Drain removes damage counters from 
Vileplume (and adds some to the Defending Pokémon!) 


Pokémon (20) 


2 Ditto (Fossil) 

2 Erika’s Dratini (Gym Heroes) 

4 Erika’s Oddish Lv. 15 (Gym Heroes) 

3 Erika’s Gloom Lv. 28 (Gym Heroes) 

2 Erika’s Vileplume (Gym Heroes) 

4 Erika’s Bellsprout Lv. 12 (Gym Heroes) 
2 Erika’s Weepinbell Lv. 30 (Gym Heroes) 
1 Grimer (Fossil) 


2 Bill (Base Set 2) 

2 Celadon City Gym (Gym Heroes) 
1 Computer Search (Base Set 2) 

2 Erika’s Maids (Gym Heroes) 

4 Gust of Wind (Base Set 2) 

2 Misty’s Wrath (Gym Heroes) 

2 Pokémon Trader (Base Set 2) 

2 Potion (Base Set 2) 

4 Professor Oak (Base Set 2) 


2 Full Heal Energy (Team Rocket) 
20 Grass Energy 
3 Potion Energy (Team Rocket) 


24 


CHAPTER THREE: COOL DECKS YOU CAN BUILD 


Brock’s Sand Pit 

“Brock’s Sand Pit” is a hard-hitting Fighting deck that doesn’t pull any punches. 
The basic strategy here is to attack with everything you’ve got and Knock Out 
your opponents’ Pokémon before they know what hit them. Fighting Pokémon 
can do a lot of damage for very little Energy, and this deck makes good use 

of that. 


Hitmonchan is always a star, and you can use Brock’s Training Method to go 
get Brock’s Sandshrew and Brock’s Sandslash to quickly play this tough mouse. 
PlusPowers only add to the speed of your damage. The big problem with 
Fighting decks is that many Pokémon have Resistance to Fighting Pokémon. 
Pewter City Gym makes this problem go away for all of Brock’s Pokémon. 
There’s a reason it’s called the “home field advantage,” and Brock knows it! 


Pokémon (16) 


4 Brock’s Lickitung (Gym Heroes) 

1 Brock’s Mankey Lv. 12 (Gym Heroes) 

4 Brock’s Sandshrew Lv. 20 (Gym Heroes) 
3 Brock’s Sandslash Lv. 26 (Gym Heroes) 
4 Hitmonchan (Base Set 2) 

3 Hitmonlee (Fossil) 


3 Bill (Base Set 2) 

4 Brock (Gym Heroes) 

4 Brock’s Training Method (Gym Heroes) 
4 Gust of Wind (Base Set 2) 

2 Pewter City Gym (Gym Heroes) 

3 PlusPower (Base Set 2) 

2 Professor Oak (Base Set 2) 


4 Double Colorless Energy (Base Set 2) 
18 Fighting Energy 
3 Potion Energy (Team Rocket) 


GYM HEROES STRATEGY GUIDE 


Lt. Surge’s Charging Center 

This deck has enough shocks in it to make any opponent’s hair stand on end! 
“Charging Center” takes advantage of the many Lt. Surge Pokémon that allow 
you to build up a lot of Energy on your Pokémon quickly. You can then blast the 
Defending Pokémon with huge attacks like Lt. Surge’s Magneton’s Mega Shock 
or Lt. Surge’s Raichu’s Thunderbolt. Don’t forget to take advantage of the 
Electric Current attack on Lt. Surge’s Electabuzz. It’s a great way to spread your 
Energy out to the Pokémon that need it most. 


The Potions and Super Potions can help keep your Pokémon from getting 
Knocked Out while they’re busy pulling Energy out of the discard pile and charg- 
ing up for a big attack. Misty’s Wrath works well here. It gives you more card 
drawing and can put more Lightning Energy into your discard pile so your 
Electabuzz can Charge back up. 


Pokémon (20) 


4 Lt. Surge’s Electabuzz Lv. 22 (Gym Heroes) 
4 Lt. Surge’s Magnemite Lv. 12 (Gym Heroes) 
3 Lt. Surge’s Magneton (Gym Heroes) 

4 Lt. Surge’s Pikachu (Gym Heroes) 

1 Lt. Surge’s Raichu (Gym Heroes) 

3 Lt. Surge’s Spearow Lv. 17 (Gym Heroes) 

1 Lt. Surge’s Fearow (Gym Heroes) 


4 Bill (Base Set 2) 

4 Gust of Wind (Base Set 2) 

2 Misty’s Wrath (Gym Heroes) 
3 Potion (Base Set 2) 

1 Professor Oak (Base Set 2) 
4 Super Potion (Base Set 2) 


25 Lightning Energy 
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Misty’s Raindance 

Try to get Blastoise onto your bench as soon as possible. Blastoise’s Rain Dance 
power combines with Energy Flow to allow you to pile your Water Energy quickly 
onto your Active Pokémon. Build up Water Energy on Blastoise and Starmie for 
huge Water Gun and Hydro Pump attacks. For another approach to this theme, 
try playing with Energy Removal and Super Energy removal to wash your oppo- 
nent’s Energy away. 


Pokémon (20) 


4 Squirtle (Base Set 2) 

3 Wartortle (Base Set 2) 

2 Blastoise (Base Set 2) 

4 Misty’s Staryu (lv. 20) (Gym Heroes) 
3 Misty’s Starmie (Gym Heroes) 

4, Misty’s Horsea (lv. 10) (Gym Heroes) 


4 Bill (Base Set) 

4 Cerulean City Gym (Gym Heroes) 
1 Computer Search (Base Set 2) 

2 Energy Flow (Gym Heroes) 

4 Energy Retrieval (Base Set 2) 

14 Misty (Gym Heroes) 

4 Misty’s Duel (Gym Heroes) 

2 Misty’s Wrath (Gym Heroes) 

1 Pokémon Breeder (Base Set 2) 

4 Pokémon Trader (Base Set 2) 


Energy (25) 


23 Water Energy 
2 Potion Energy (Team Rocket) 
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Rock Wall 

With this deck you want to make Onix or Chansey your Active Pokémon as soon 
as possible. These two Pokémon have a lot of Hit Points and make great walls. 
While Onix and Chansey stall your opponent, work on evolving Brock’s Geodude 
into Brock’s Golem. Use Pokémon Trader and Pokémon Breeder to help you find 
the Pokémon you need. 


When you’ve got Brock’s Golem ready, use Switch to make it your Active 
Pokémon (or move it up when Onix or Chansey get Knocked Out). Then you can 
use Brock’s Golem’s Rock Slide and Crush attacks to smash through your oppo- 
nent’s Pokémon. 


Since this is a mostly Fighting deck, you have to worry about Pokémon with 
Resistance to Fighting. If you run into a deck with a lot of Pokémon with 
Resistance to Fighting, use Pewter City Gym and Brock’s Geodude to stop 
Resistance from working. 


Pokémon (20) 


3 Blaine’s Ponyta (Gym Heroes) 

4 Brock’s Geodude Lv. 13 (Gym Heroes) 
3 Brock’s Graveler Lv. 30 (Gym Heroes) 
2 Brock’s Golem (Gym Heroes) 

4 Brock’s Onix Lv. 30 (Gym Heroes) 

4 Chansey (Base Set 2) 


1 Bill (Base Set 2) 

4 Energy Search (Fossil) 

2 Misty’s Wrath (Gym Heroes) 

4 Pewter City Gym (Gym Heroes) 
2 Pokémon Breeder (Base Set 2) 
3 Pokémon Trader (Base Set 2) 
4 Potion (Base Set 2) 

2 Professor Oak (Base Set 2) 

3 Switch (Base Set 2) 


Energy (21) 

3 Double Colorless Energy (Base Set 2) 
14 Fighting Energy 

4 Fire Energy 
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Barrier Swap 

The “Barrier Swap” deck has a truly fantastic combo in Alakazam and Erika’s 
Dratini. Get Alakazam onto your Bench, and make Erika’s Dratini your Active 
Pokémon. Now you can use Dratini’s Pokémon Power: Strange Barrier to make 
sure Dratini only takes 10 damage a turn and then move that damage onto 
another Pokémon using Alakazam’s Pokémon Power: Damage Swap. 


If you move the damage onto Chansey, you can then use Scoop Up when 
Chansey gets close to being Knocked Out. Then you can put Chansey back on 
your Bench, and it’s ready to take some more damage. Use the Full Heal Trainer 
card or Full Heal Energy on Dratini if your opponent uses any special attacks on 
it. Pokémon Trader and Pokémon Breeder, along with card drawing cards like 
Bill and Professor Oak, should get you all the Pokémon you need as quickly as 
possible. 


Pokémon (18) 


4 Abra (Base Set 2) 

3 Kadabra (Base Set 2) 

3 Alakazam (Base Set 2) 

2 Chansey (Base Set 2) 

4 Erika’s Dratini (Gym Heroes) 

2 Erika’s Oddish Lv. 12 (Gym Heroes) 


3 Bill (Base Set 2) 

1 Erika’s Maids (Gym Heroes) 

1 Full Heal (Base Set 2) 

2 Gust of Wind (Base Set 2) 

1 Nightly Garbage Run (Team Rocket) 
2 Pokémon Breeder (Base Set 2) 

3 Pokémon Trader (Base Set 2) 

1 Professor Oak (Base Set 2) 

4 Scoop Up (Base Set 2) 


4 Double Colorless Energy (Base Set 2) 
4 Full Heal Energy (Team Rocket) 
16 Psychic Energy 
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CHAPTER of 
GYM HEROES 


CARD ENCYCLOPEDIA 


BLAINE’S CHARMANDER 


Card #: 61/132 @ 
Card Type: Basic Pokémon 
Evolutions: Evolves into Blaine’s Charmeleon (Gym Challenge) 


Although many players would probably rather use the Base Set 2 Charmander 
because of its bigger Ember attack and 10 more Hit Points, this Charmander 
could work well in a deck that tries to keep its opponent’s Pokémon low on 
Energy. Kindle can start removing Energy from your opponent’s Active Pokémon 
from the very start of the game. If your opponent doesn’t put Energy on his or 
her Active Pokémon have Charmander use Slash; otherwise use Kindle to 
remove an Energy. You'll want to have some Energy Retrieval Trainer cards or 
you should play a little more Energy than usual if you use this strategy. 
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Discard any number of other 
cards from your hand, then flip a 
coin. If heads, draw twice that 

many cards. 


Card #: 121/132 @ 


Card Type: — Trainer 


This card isn’t called Blaine’s Gamble for nothing! If you want to—and you have 
lots of cards in your hand—you can geta good coin flip and draw 10, 12, 14, or 
more cards. But you have to discard your hand to use it. With Professor Oak, 
you know you'll be drawing seven cards (no matter how many you discard). 
Blaine’s Gamble*tewards you if you risk a lot and win the coin flip, but it really 

p es you for losing. You probably don’t want to use Blaine’s Gamble unless 
you feel really lucky or you like playing risky! 


GYM HEROES STRATEGY GUIDE 


2 sic Pokémon. =. q = 
1e’s Growlithe = 


Blaze Does | lamage to 
each @ Pokémon on your 
opponent's Bench. (Don’t apply 20 
Weakness and Resistance for 

Benched Pokémon.) 


BLAINE’S GROWLITHE CLV. 16) 


Card #: 62/132 @ 
Card Type: Basic Pokémon 
Evolutions: Evolves into Blaine’s Arcanine (Gym Challenge) 


Blaine’s Growlithe has only one attack, Blaze. It does 20 damage for @®, which 
is okay. But-this Blaine’s Growlithe really shines when you use it against a Grass 
deck. When your opponent has a lot.of Grass Pokémon, Blaze starts to look like 
a much better attack. It may only do 20 damage to the Defending Pokémon, but 
it hurts every Grass Pokémon on your Opponent’s Bench as well. Since this 
Growlithe has 10 fewer Hit Points than the Base Set 2 version and does the 
same damage, you probably only want to use this one if you think you'll be 
playing people with Grass Pokémon in their decks. 


GYM HEROES STRATEGY GUIDE 


Basic Pokémon 


Blaine’s Kan 


n. Leng 


Child’s Punch Flip a coin. If 
Sd tails, this attack does nothing. 


ww One-Two Punch Flip a coin. If heads, 
6) this atck/does/30 damage plus 10 more 3) 


damage; if tails, this attack does 30 damage. 


weakness @® resistance @) -30 
retreat cost EEE) 
LY. 36 #115 


BLAINE’S KANGASKHAN 


Card #: 36/132 @ 
Card Type: Basic Pokémon 
Evolutions: None 


Although Blaine’s Kangaskhan has 10 fewer Hit Points than the Jungle 
Kangaskhan, it still has 80 Hit Points—a lot for a Basic Pokémon. It’s too bad 
that Blaine’s Kangaskhan has pretty weak attacks. You can’t even count on 
Child’s Punch to do 10 damage. One-Two Punch is a little better, doing 30 or 40 
damage per attack. If you need a Pokémon that can take a few attacks and can 
do some decent damage, you can use Kangaskhan. And since Kangaskhan is a 
Colorless Pokémon, you can use it in any deck. 
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BLAINE’S GROWLITHE (LV. 17) 


Card #: 35/132 @ 
Card Type: Basic Pokémon 
Evolutions: —_ Evolves into Blaine’s Arcanine (Gym Chal 


This puppy Pokémon packs quite a bite! Fire Tackle 
but it does do 10 damage to Growlithe, so you'll v 
Potions or Potion Energy. Shake is only useful 
any Pokémon he or she wants to use on the B 
do more damage faster than the Base Set 2 Gro 
Knock Out. 
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ou can’t play this card if you 
have any cards in your hand 
other than Blaine’s Last Resort. 
Show your hand to your 
opponent, then draw 5 cards. 


2 Ba”) 


BLAINE'S LAST RESORT 


Card #: 105/132 @ 
Card Type: Trainer 


- Blaine’s Last Resort is a bit like Professor Oak, but you don’t have to discard any 
cards to use it. However, you can only use Blaine’s Last Resort if it’s the last card 
in your hand, so it’s harder to use than Professor Oak. You might want to put 
Blaine’s Last Resort in your deck if you already have four Professor Oaks or if 
you have a lot of Basic Pokémon, Potions, and other easy-to-use Trainer cards, 
so you can empty your hand easily. 


GYM HEROES STRATEGY GUIDE 


kémon, 


laine’s Magmar 


this arcack does 10 damage plus !0 more 
damage; if tails, this attack does 10 damage. 


Lava Burst Discard the top 5 cards of your 
deck. (If there are fewer than 5 cards in your deck, 20x 
discard all of them, This attack does 20 damage 

‘each (@® Energy card you | discarded in this way. 


@®@ 


BLAINE’S MAGMAR 


Card #: 37/132 @ 
Card Type: Basic Pokémon 
Evolutions: None 


Here’s a Pokémonyou should only think about playing in an all-Fire deck. 
Blaine’s Magmar’s Lava Burst attack can do a lot of damage if you’re playing 
with just Fire Energy (26-30 of them). You can also put Nightly Garbage Run 
(Team Rocket) and Energy Retrieval (Base Set 2) in your deck so you can put 
some of the Energy that Lava Burst puts in your discard pile back into your deck 
or hand. Lava Burst goes through the cards in your deck pretty fast, so you’ll 
need to make sure the rest of the Fire Pokémon in your deck do a lot of damage 
quickly. Otherwise you may run out of cards before you can win! 
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ttached to it into 
fier doing damage). 


BLAINE’S MOLTRES 


Card #: 1/132 * 
CardType: Basic Pokémon 


Evolutions: = None 


can get all that Fire onto Moltres. 


GYM HEROES STRATEGY GUIDE 


okémon, —— 
ine’s Ponyta 


eee 
Agility Flip a coin. If head 
during your opponent's next 
4) turn, prevent all effects of 
attacks, including damage, done 
to Blaine's;Ponyta. 


BLAINE’S PONYTA 


Card #: 63/132 @ 
Card Type: Basic Pokémon 
Evolutions: — Evolvesiinto Blaine’s Rapidash (Gym Challenge) 


Blaine’s Ponyta is a more defensive Pokémon than either the Team Rocket or 
Base Set 2 Ponyta. Although it can’t do much damage in one attack, Agility is a 
good Pokémon Power that can frustrate your opponent for quite awhile. Agility 
gives you a 50 percent chance that your opponent’s Pokémon can’t affect 

' Ponyta next turn with an attack. Even if your opponent retreats the Defending 

| Pokémon and brings up a new one from the Bench, that Pokémon still can’t hurt 
Ponyta. Combine this with some Potions, and there’s a good chance Ponyta will 
stick around to do a lot of damage. 


CHAPTER FOUR: GYM HEROES CARD ENCYCLOPEDIA 


Put a Basic Pokémon or Evolution card 
from your hand face down in front of you 
and tell your opponent its name. Your 
opponent guesses the length of that 
Pokémon. Flip the card over. If your 
opponent guessed right, he or she draws 2 
cards. If your opponent guessed wrong, you 
draw 2 cards. Either way, return the card 
to your hand. 


”) So 


BLAINE'’S QUIZ #17 


Card #: 97/132 * 
Card Type: Trainer 


This is a fun card to play if you want to test your friends’ Poké-knowledge! Most 
people don’t know how long Pokémon are, and if your opponent doesn’t guess 
right, you draw two cards. Unless you really enjoy making your friends take a 
quiz, you probably only want to put Blaine’s Quiz #1 in your deck after you put 
in four copies of Bill. But most players would be happy to play more Bills, so 
unless your friends are Poké-Geniuses, you might want to add this card to a few 
of your decks and try it out. Blaine’s Quiz #1 works best if you have a lot of dif- 
ferent Pokémon in your deck because this makes it harder for your friends to 
remember all those Pokémon lengths. 


GYM HEROES STRATEGY GUIDE 


Basic Pokémon 


Blaine’s Tauros 


3-Pronged Tail Flip 3 coins. 
2K) This attack does 10 damage times 
the number of heads. 


Full Speed Charge Flip 4 coins. This 
w ww attack does 20 damage times the number of 20x 
(2B) heads to the Defending Pokémon and 20 
damage times the number tails to Blaine’s Tauros. 


weakness @ resistance @) -30 


retreat cost Er 


LY. 34 #128 
us. Ken Sugionori 21995. 96,98 Notends, Crease, GAMEFREAK 01999-2000 Wenwds. 681132 @ 


BLAINE'’S TAUROS 


Card #: 64/132 @ 
Card Type: Basic Pokémon 
Evolutions: None 


This Wild Bull Pokémon has good Hit Points for a Basic Pokémon. It’s a 
Colorless Pokémon so it can go in any deck, and 3-Pronged Tail does pretty 
good damage for a one ® Energy attack. Full Speed Charge is riskier to use. It 
can do 80 damage to the Defending Pokémon, but it’s more likely to do 40 dam- 
age and 40 to itself. Since Tauros can take a lot of damage, you can use this to 
Knock Out Defending Pokémon and then use Potions and Super Potions to heal 
Tauros. You should also think about using the Trainer card Defender to keep 
Tauros from hurting itself as much. 


BLAINE’S VULPIX 


Card #: 65/132 @ 
Card Type: Basic Pokémon 


Evolutions: — Evolves into Blaine’s Ninetales (Gym Chall 


Although Blaine’s Vulpix only has 4o Hit Points, its Pokémon Power: Natura 


then retreat it (for only one Energy). Wait until 
counters from Vulpix and then make it your Ai 
one ® Energy more and does 10 more damage. S: 


use the Base Set 2 Vulpix. But if you can wait a bi 
Pokémon. 
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Remove | damage counter from 
each of your Pokémon that has 
any damage counters on it. 


BROCK 


Card #: 15/132 *, 98/132 * 
Card Type: Trainer 


Brock’s a good Trainer card to use if you have a deck that does a lot of damage 
to your own Pokémon. For example, you might want to use Brock in a deck 
based on Dark Weezing (Team Rocket). You can also use Brock just like another 
Potion, especially if you have a deck where you retreat many of your damaged 
Pokémon. If you have just three Pokémon in play, Brock heals more total dam- 
age than Potion does. 
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BROCK’S GEODUDE (LV. 13) 


Card #: 66/132 @ 
Card Type: Basic Pokémon 
Evolutions: Evolves into Brock’s Graveler 


This Brock’s Geodude is a good addition to an all 
because Resistance doesn’t work against its Ho 
opponent has a lot of Pokémon with Resista 
still do 20 damage with Hook Shot. You can 
other Brock’s Geodudes from your deck (or 
make sure you don’t run out of Pokémon o} 
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Basic Pokémon ae: “4 
Brock’s Geodude 50 HP® 


Pokémon. Length: !' 4", Weight: 44 Ibs. 


Tackle 10 


Lucky Shot Choose | of your opponent's 

Benched Pokémon and flip a coin. If heads, this attack 
C) does 30 damage to that Pokémon. (Don't opply Weakness 

«and Resistance for Benched Pokémon) This attack can't be 


BROCK’'S GEODUDE (LV. 17) 


Card #: 38/132 @ 
Card Type: Basic Pokémon 
Evolutions: Evolves into Brock’s Graveler 


This Geodude has.1o more Hit Points than the Lv. 13 Brock’s Geodude, but its 
attacks aren’t quite as good. Lucky Shot can do a lot of damage to a Pokémon 
on your opponent’s Bench, though. You might want to think about using this 
Geodude to give you a way to Knock Out damaged Pokémon after your oppo- 
nent retreats them. 
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Ee) Spiral D fe Does 10 damage to 


BROCK'S GOLBAT 


Card #: 39/132 @ 

CardType:  Stage1 

Evolutions: Evolves from Brock’s Zubat 
Dive is a good attack for only one ® Energy, and it’s veryéheap fora f 
early and still be able to use one of Golbat’s attacks. oe 


Spiral Dive, is okay if your opponent has four or five Pokémo eee T 
Bench, but otherwise it’s not very good. y 
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; Evolves from Brock’s Geodude Put Brock’s Gra 


» Brock’s Graveler 7 


Rock Toss Flip 3 coins. This 


c) J attack does 20 damage times 20x 
# the number of heads. 


BROCK'S GRAVELER 


Card #: 40/132 @ 
Card Type: Stage 1 
Evolutions: — Evolves from Brock’s Geodude; evolves into Brock’s Golem 


Brock’s Graveler has only one attack—Rock Toss. Rock Toss can do as.much as 
60 damage, which is a lot for just @®®. The attack only averages 30 damage 
though, so it’s not as good as it first looks. You’ll probably only want to put 
Brock’s Graveler in a Bench Attack deck where you’re evolving it as quickly as 
possible into Brock’s Golem. 
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Evolves from Brock’s Graveler Put Brock’s Golem on the: 


BROCK'S GOLEM 


Card #: 20/132 * 
Card Type: Stage 2 
Evolutions: — Evolves from Brock’s Graveler 


Brock’s Golem doesn’t do as much damage as some Stage 2 Pokémon, but it 
works pretty well in a Bench Attack deck. Rock Slide can do a total of 50 
Damage (20 to the Defending Pokémon and the rest to your opponent’s 
Benched Pokémon) for only @@®, Plus, Fissure can Knock Out a lot of 
Pokémon in one attack! 
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Basic Pokémon 


Brock’s Lickitung _ 


8) Tongue Slap 


Slam Flip 2 coins. This attack 
Bes does 30 damage times the 
number of heads. 


weakness resistance 
retreat cost 
LY. 24 #108 


BROCK’'S LICKITUNG 


Card #: 41/132 @ 
Card Type: Basic Pokémon 
Evolutions: | None 


Although Brock’s Lickitung has 10 fewer Hit Points than the Jungle Lickitung, it 
still has a lot of Hit Points for a Basic Pokémon. And this Lickitung’s attacks do a 
lot more damage than the Jungle Lickitung. If you want to play Lickitung, use 
Brock’s Lickitung if you just want to do some damage, and use the Jungle 
Lickitung if you want a Pokémon that can Confuse or Paralyze Defending 
Pokémon. 
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lasic Pokémon 


rock’s Mankey 


key Pokémon. Length: |’ 8' 


“Taunt If your opponent has any 
Benched Pokémon, choose | of them and 
switch it with the Defending Pokémon. 


® Light Kick 10 


BROCK'S MANKEY (LV. 10) 


Card #: 67/132 @ 
Card Type: Basic Pokémon 
Evolutions: — Evolves into Brock’s Primeape (Gym Challenge) 


Although Brock’s Mankey (Lv. 10) isn’t a very strong Pokémon, it has 10.more Hit 
Points than the Jungle Mankey. If your opponent has Pokémon with expensive 
attacks or Retreat Costs and very little Energy on them, you can use Mankey’s 
Taunt attack (like the Trainer card Gust of Wind) to force your opponent to make 
one of them the Active Pokémon. Then you can retreat Mankey and bring up 
another Pokémon that can do more damage and maybe even Knock Out that 
Pokémon before your opponent can retreat or attack with it. 
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Basic Pokémon 


‘ock’s Mankey 


ix 


ey Pokémon. Length: |" 8", Weight: 62 Ibs.) 


*) Fidget Shuffle your deck. 


Karate Chop Does 40 damage 
w® minus 10 damage for each damage 40- 
counter on Brock’s Mankey. 


3 @) resistance 


BROCK’S MANKEY CLV. 12) 


Card #: 68/132 @ 
Card Type: Basic Pokémon 
Evolutions: — Evolves into Brock’s Primeape (Gym Challenge) 


This is the best of Brock’s two Mankeys. The main reason this Mankey is better 
is its Karate Chop attack. Karate Chop can do a lot of damage for a @@ attack, 
but make sure you have a lot of Potions and Potion Energy cards. If you feel like 
it, you can also do a cute trick with this Mankey’s Fidget attack. You can use 
Pokédex or even the Jungle Mankey’s Pokémon Power: Peek to check out the 
top cards of your deck. If you don’t like them, just use Fidget to shuffle your 
deck. Maybe you'll get a better draw next turn. 
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Basic Pokémon 


Brock’s Onix 


eo) 8 ind Flip a coin. If heads, the 
Defending Pokémon is now Paralyzed. 


Tunneling if your opponent has any Benched 
) Pokémon, choose up to 2 of them. This attack 
does 20 damage to each of them. (Don't apply 
Weokness ond Resistance for Benched Pokémon.) 
Brock’s Onix can’ attack irnext turn. 


BROCK’S ONIX (LV. 30) 


Card #: 21/132 * 
Card Type: Basic Pokémon 
Evolutions: None 


This Onix has 20 fewer Hit Points than the Base Set Onix and 30 less. than 
Brock’s other Onix, but it has an interesting attack. You can only use the 
Tunneling attack every other turn, but it’s a good way to take out your oppo- 
nent’s Benched Pokémon. This attack can work well with Bind (Onix’s other 
attack). You can Paralyze the Defending Pokémon one turn and double up on 
two Benched Pokémon the next turn. There’s nowhere for your opponent’s 
Pokémon to hide against this Onix. 
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Basic Pokémon 


Brock’s Onix — 


Pokémon. Length: 28" 10", Weight 
W Flip a coin. If heads, 
fending Pokémon is now 
Paralyzed. 


7 Rock Throw 30 


BROCK’S ONIX CLV. 41) 


Card #: 69/132 @ 
Card Type: Basic Pokémon 
Evolutions: None 


Now, this is one tough Pokémon! With 100 Hit Points, it will take most Pokémon 
a long time to Knock Out Brock’s Onix (Lv. 41). With some Potions and Super 
Potions, Brock’s Onix can stick around for most of the game. Onix’s cheap 
Bellow attack makes it even harder for someone to Knock Out this Pokémon. 
Once you have @@® attached, Rock Throw does decent damage. The only real 
problem with Onix is that it costs ®®® to retreat, so you might want to put 
Switch in your deck so you don’t have to pay this large Retreat Cost. Use the 
time that Brock’s Onix gives you to evolve Pokémon on your Bench and get them 
powered up with Energy. 
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lorn Toss If your opponent has any 
os oy) Benched Pokémon, he or she chooses | of them 20 
and switches it with the Defending Pokémon, 
(Do the damage before switching the Pokémon.) 


oe Take Down Brock’s Rhyhorn 40 
2) does 10 damage to itself. 


BROCK'S RHYHORN (LV. 25) 


Card #: 22/132 * 
Card Type: Basic Pokémon 
Evolutions: Evolves into Brock’s Rhydon 


Brock has two Rhyhorns in this set. This one has 10 fewer Hit Points, but it 
always does damage to the Defending Pokémon with Take Down. Take Down 
also does 10 damage to Rhyhorn, though, so you may want to use the Defender 
Trainer card or have some Potions (or Brock) ready to heal it. Horn Toss is an 
interesting attack because you can use it to force your opponent to switch his or 
her Active Pokémon with one from the Bench... then do 20 damage to it! This 
attack is especially effective when your opponent only has one big or undam- 
aged Pokémon left. 
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you n 
instead. (if more than 1 of your Benched Pokémon is damaged at the 
same time, you may use this power once foreach of them) 


@ ® Lariat Flip a coin. If tails, this 
2B) A) attack des n 


BROCK'S RHYODON 


Card #: 2/132 * 
Card Type:  Stage1 
Evolutions: — Evolves from Brock’s Rhyhorn 


Brock’s Rhydon is a decent defensive Pokémon—especially against decks that 
damage your Benched Pokémon. Its Pokémon Power: Bench Guard lets Rhydon 
sit on your Bench and take some of the damage aimed at your other Benched 
Pokémon. Because Rhydon has 80 Hit Points, it can take a lot of damage before 
it gets in trouble. If you use Potions or Super Potions on Rhydon, it can stay on 
guard on your Bench for a very long time. And if you need to. use Rhydon to. 
attack, Lariat has a 50-50 chance of doing 70 damage, enough to Knock Out a 
lot of Pokémon. 
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BROCK'S RHYHORN (LV. 29) 


Card #: 70/132 @ 
Card Type: Basic Pokémon 
Evolutions: —_ Evolves into Brock’s Rhydon 


Brock’s Rhyhorn sure can do a lot of damage for j 
Tackle only has a 25 percent chance of worki | 
cially bad because Drill Tackle is Brock’s Rhy! 
lucky, you might give this Pokémon a try, but 
the Lv. 25 Brock’s Rhyhorn, even if it has 10 fei 
to evolve Brock’s Rhyhorn into Brock’s Rhy 


co 
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ic Pokémon 


event all damage done to Brock’s 
Sandshrew during your opponent's next 
turn, (Any other effects of attacks still happen.) 


Or Rolling Attack 20 


resistance 4) -30. 


BROCK’S SANDSHREW CLV. 13) 


Card #: 71/132 @ 
Card Type: Basic Pokémon 
Evolutions: — Evolves into Brock’s Sandslash 


This Mouse Pokémon can protect itself with the Defense Curl attack. Because it 
only’has 40 Hit Points, it really needs to protect itself! (You’d better have some 
Potions ready anyway.) This Sandshrew’s other attack—Rolling Attack—is okay 
but not great for the cost. Brock’s Sandslash is a pretty good card with cheap 
attacks, so you’ll probably just want to evolve Brock’s Sandshrew into Brock’s 
Sandslash as fast as you can. 
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Basic Pokémon 


_Brock’s Sandshrew 50 


Sand Pit The Defending 
® @® Pokemon can’t retreat during 20 
your opponent’ next turn, 


BROCK'S SANDSHREW CLV. 20) 


Card #: 72/132 @ 
Card Type: Basic Pokémon 
Evolutions: — Evolves into Brock’s Sandslash 


This little Fighting Pokémon has 10 more Hit Points than the Base Set.2 
Sandshrew. It can also do more damage with its Sand Pit attack. Because Sand 
Pit keeps your opponents from retreating their Active Pokémon, you can often 
use this Sandshrew to keep a damaged Pokémon in the Arena long enough to 
get a Knock Out. Use this attack along with Energy Removal (and Potions for 
Sandshrew!) to take out even bigger Pokémon since they won’t be able to 
retreat or use their expensive attacks. 
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Evolves from Brock’sSandshrew Pat Brock Sands on 


) Brock’s Sandslash « 


dies Flip a coin. If heads, 
lefending Pokémon is now 
Paralyzed and Poisoned. 


Sandstorm If the Defending Pokémon 


@ @ 22:22 cicne your opponencs exe 
turn, your opponent flips a coin. If tals, hat 
attack does nothing, 


BROCK’S SANDSLASH 


Card #: 23/132 * 
CardType:  Stage1 
Evolutions: — Evolves from Brock’s Sandshrew 


Brock’s Sandslash is a good little Stage 1 Pokémon with two nasty but cheap 
attacks. Needles does 10 damage and can Paralyze and Poison your opponent’s 
Pokémon in just one attack. If this works, you’ll probably do a minimum of 30 
damage (from the Poison and the attack) and Paralyze your opponent’s 
Pokémon, all for just @@! Sandstorm’s not bad either. It does a guaranteed 20 
damage, and your opponent has to flip heads to damage Sandslash on his or 
her next turn. 
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Quick Attack Flip a coin, If heads, 
this atta 10 damage plus 20 more 
damage; is attack does 10 damage, 


BROCK'S VULPIX 


Card #: 73/132 @ 
Card Type: Basic Pokémon 


_Evol lutions: -Evolvesiinto Brock’s Ninetales (Gym Challenge) 


You might want to\use this Pokémon in a fast Fire deck. It has 10 fewer Hit 
Points than.the Base Set 2 Vulpix, but Brock’s Vulpix does a lot of damage fast! 
Flame does 20 damage for just ®, which is as good an attack as you can get for 
: ee uve" re feeling lucky, or if the Defending Pokémon has 30 Hit 
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Search your deck for a Basic 
Pokémon or Evolution card with 
Brock in its name. Show that card 
to your opponent, then put it 
into your hand. Shuffle your deck 
afterward. 


”) So 


BROCK'S TRAINING METHOD 


Card #: 106/132 @ 
Card Type: Trainer 


In a deck with a lot of Brock’s Pokémon, this Trainer card is better than Pokémon 
Trader. Unlike Pokémon Trader, you don’t have to discard another Pokémon to 
go get one from your deck with this Trainer card. Since Brock’s Training Method 
only lets you get Brock’s Pokémon, you should only play this Trainer in a deck 
that’s full of Brock’s Pokémon. In that kind of deck, this Trainer card is better 
than any single Pokémon card because you can use it to pick just the Pokémon 
you need right when you need it. 
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BROCK'S ZUBAT CLV. §) 


Card #: 24/132 * 

Card Type: Basic Pokémon 

Evolutions: Evolves into Brock’s Golbat 
Both of this Zubat’s attacks use Colorless Energy so you can use it ina non- 
Grass deck. If you need a little card drawing you can use Alert, or use Wing 
Attack to do 20 damage. Still, with only 30 Hit Points, this Zubat is pretty easy 


to Knock Out, so you’ll have to keep a handy supply of Potions around if you 
want Zubat to stay in play for long. 
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ic Pokémon 


rock’s Zu 


Poison Fang Flip a coin. If 
‘® W heads, the Defending Pokémon 
now Poisoned. 


20 


BROCK’'S ZUBAT CLV. ID 


Card #: 74/132 @ 

Card Type: Basic Pokémon 

Evolutions: ~~ Evolves into Brock’s Golbat 
The Lv. 11 Brock’s Zubat has 10 more Hit Points than Brock’s other Zubat. This 
Zubat’s Wing Attack is weaker, but Poison Fang does 20 damage and has 50 per- 


cent chance of Poisoning the Defending Pokémon. That’s pretty good! With its 
extra Hit Points and Poison Fang, this Zubat might be the best of all the Zubats! 
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This card stays in play when you play it. Discard this card if 
another Stadium card comes into play. 


During each player's turn, that player may 
choose to discard an Energy card attached 
to I of his or her Pokémon with Erika in 
its name. If that player does so, that 
Pokémon is no longer Asleep, Confused, 
Paralyzed, or Poisoned. 


) aa”) 


CELADON CITY GYM 


Card #: 107/132 @ 
Card Type: Trainer (Stadium) 


This Stadium card works really well in a deck full of Erika’s Pokémon. While 
Celadon City Gym is in play, you can do a Full Heal every turn on one of Erika’s 
Pokémon. It’s like always having the Full Heal Trainer card in your hand! You do 
have to discard an Energy card from the Pokémon you heal to use the Stadium, 
but you’d have to use a Trainer card to do Full Heal anyway. With this Stadium in 
play, it’s really difficult for your opponent to make some attacks work right 
against Erika’s Pokémon. 


63 


GYM HEROES STRATEGY GUIDE 


This card stays in play when you play it. 
Discard this card if another Stadium card 
comes into play. 


Each player pays * less to 
retreat his or her Pokémon if it 
has Misty in its name. 


7) 22 


CERULEAN C/TY GYM 


Card #: 108/132 @ 
Card Type: ‘Trainer (Stadium) 


This is another good Stadium card—this time for Misty’s Pokémon. While 
Cerulean City Gym is in play, all of Misty’s Pokémon can retreat for one less 
@ Energy. That means all but four of Misty’s Pokémon can retreat for free, and 
all of them except Misty’s Poliwrath can retreat for one ® Energy or less. So in 
a deck with a lot of Misty’s Pokémon it’s easy to keep switching around your 
Active and Benched Pokémon. That makes it very hard for most decks to 
Knock Out Misty’s Pokémon. Combine this with some Potions, and you’re in 
great shape! 
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2 7 

Attach Charity to your Active , 
Pokémon. Unless that Pokémon gets 
Knocked Out, return Charity to your 
hand at the end of your turn. If that 
Pokémon attacks and does damage to 
the Defending Pokémon, you may 
reduce that damage by any amount 
(rounded to the nearest 10). 


) an) 


CHARITY 


Card #: 99/132 « 
Card Type: Trainer 


This card is pretty hard to use most of the time. After all, why would you want to 
do less damage to your opponent’s Pokémon? But if you play against the Jungle 
Mr. Mime a lot, you might think about putting this Trainer card in your deck. Mr. 
Mime’s Pokémon Power: Invisible Wall can be really frustrating, and with Charity 
you can make your Pokémon’s attacks small enough to slip under Mr. Mime’s 
Invisible Wall. Plus, you can use Charity over and over again and then discard it 
to use Pokémon Trader or another card once Mr. Mime’s out of the way. 


6S 


GYM HEROES STRATEGY GUIDE 


Gor each of your Pokémon, you 
may return any number of Energy 
cards attached to it to your 
hand. 


ENERGY FLOW 


Card #: 122/132 @ 
Card Type: ‘Trainer 


Try using Energy Flow with Lt. Surge’s Electabuzz. Electabuzz can suck Energy 
out of the discard pile, and you can use Energy Flow to put any Energy you don’t 
want to use for Electabuzz’s Discharge on your other Pokémon. You can also use 
Energy Flow to take Energy back from a Pokémon that you can’t or don’t want to 
retreat, before it gets Knocked Out. You still lose the Pokémon, but you don’t 
lose all that Energy. 
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2 
You may draw up to 3 cards, 
then your opponent may draw up 
to 3 cards. 


ERIKA 


Card #: 16/132 *, 100/132 * 
Card Type: —‘ Trainer~ 


Erika allows you to draw one more card than Bill does. However, this Trainer 
card also lets your opponent draw three cards. If you want to be really sneaky, 
you can play one or more Erika cards, let your opponent draw a bunch of cards, 
and then play Imposter Oak’s Revenge (Team Rocket). Now your opponent has 
to shuffle all of his or her cards into his or her deck and draw back only four. But 
you get to keep all the cards you drew. If your opponent just used Professor 
Oak, Bill, or another card-drawing card, all the better for you. 
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ERIKA’S BELLSPROUT CLV. 12) 


Card #: 75/132 @ 


Card Type: Basic Pokémon 


CHAPTER FOUR: GYM HEROES CARD ENCYCLOPEDIA 


ae) Grelessilackle cas 
mae does 10 damage to itself. 


ERIKA'S BELLSPROUT CLV. 16) 


Card #: 76/132 @ 
Card Type: Basic Pokémon 
Evolutions: — Evolves into Erika’s Weepinbell 


The Lv. 15 Erika’s Bellsprout may have 10 more Hit Points than the Lv. 12\Version, i 
but most players will rather use the Lv. 12 Bellsprout. This Pokémon’s Careless 
Tackle attack does 20 damage for only ®, and that’s pretty good! Butit also . 
does 10 damage to Bellsprout. If you’re using a lot of Potion or Defender Tra er 
cards, you might be able to take advantage of this attack, but Erika’s Bells 
likely won’t last too long when it takes so much damage on its own attac 
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Evolves from Erika’s Clefciry Put Erik's Clefable on the Basic Pokémon 


Erika’s Clefable 70 HP 


Fairy Power Flip a coin. If heads, you 

(Trot ary number of your Pokémon 
in play and all cards attached to them to 
your hand. 


aie Moon Impact 30 


weakness resistance @) -30 
retreat cost Ex 


LY, 35 #36 
Mus, Atsuko Nishida ©1995, 96,98 Newndo,Ceares GAMEFREAK. 01999-2000 Wenrds 3/132 % 


ERIKA’S CLEFABLE 


Card #: 3/132 * 
CardType:  Stage1 
Evolutions: — Evolves from Erika’s Clefairy 


For one ® Energy you can use Clefable’s Fairy Power attack to return one or 
more of your Pokémon (including Clefable) and all the cards attached to them to 
your hand. If Fairy Power works, you can use it to heal damaged Pokémon. This 
tactic works best if you have Basic Pokémon that don’t need much Energy to 
use their attacks. That way, it won’t take you too long to build your forces back 
up since you can only play one Energy card each turn. 


70 


INg Search your deck 
for a basic Energy card. Show that card to 
your opponent, then put it into your 
hand, Shuffle your deck afterward. 
Comet Slap Flip 3 coins. 
2B) AY This attack does 10 damage 10x 


times the number of heads. 


weakness @ resistance @) -30 
retreat cost *# 


LY. IT #35 
Was. Ken Suglmori 0198.96, 98 Newenda, Cratres, GANEFREAK. 01999-2000 Wards 25/132 % 


ERIKA'S CLEFAIRY 


Card #: 25/132 * 
Card Type: Basic Pokémon 
Evolutions: — Evolves into Erika’s Clefable 


Erika’s Clefairy is a perfect Pokémon to use if you want to make a “rainbow” 
deck (one that uses four or five different types of Energy). For one ® Energy, 
Moonwatching lets you go get any one basic Energy card from your deck. 
Combine this with the Energy Search Trainer card and Rainbow Energy (Team 
Rocket), and you’ve got a good start for a multi-Energy deck where you can pick 
some of your favorite Pokémon of each Energy type and put them all together in 
one deck. 
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GES EES 


Erika’s Dragonair 80 HP 


Blizzard Fip a coin. heads, this attack does 10 
a damage to each of your opponent’: Benched Pokémon. 
Vole tidstack des Blamags wach clyouromm 3) 
Benched Pokémon. (Don't apply Weokness and Resistance 
for Benched Pokémon) 
*® ® Take Away Shuffle Erika’s Dragonair and all 
cards attached to ic into your deck. Then, your 
BB) pponene shales his or her Active Pokémon and 
all cards attached to it into his or her deck. 


weakness 
retreat cost 


LY. 32 #148 
Mus, Atsuko Nishida ©1935, 96, 98 Necend, Cremures GAMEFREAK. ©1999-2000 Weneds 4/132 


ERIKA'S DRAGONA/R 


Card #: 4/132 * 
Card Type: Stage 1 
Evolutions: — Evolves from Erika’s Dratini 


Dragonair’s Blizzard attack does decent damage to your opponent’s Active 
Pokémon, and it can also hurt any Pokémon hiding on your opponent’s Bench. 
But Blizzard has a 50-50 chance of damaging your Benched Pokémon, so you 
have to be ready for it. Use the Brock Trainer card to heal all your Benched 
Pokémon, or use Dragonair in a deck with Pokémon that have a lot of Hit Points 
(and only put one or two on your Bench at a time). 
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Basic Pokémon 


Erika’s Dratini 


Pokémon : Strange Barrier Whenever an attack 
by a Basic Pokémon (including your own) does 20 or more damage to 
Erika’s Dratni (ofter opplying Weakness and Resistance), reduce that 
(Any other effects of attacks stil happen, This power stops 
rika’s Dratini is Asleep, Confused, or Paralyzed, 


Tail Strike Flip a coin. If heads, this 
attack does 10 damage plus 20 more 10+ 
damage; if tails, this attack does 10 damage. 


weakness resistance @) -30 
retreat cost * 


Lv. 14 #147 
Ils, Ken Sugimori 01995, 9,98 Nexenda, Crees, GAMEFREAK. 01979-2000 Wenrds 42/132 @ 


ERIKA'S DRATIN/ 


Card #: 42/132 @ 
Card Type: Basic Pokémon 
Evolutions: — Evolves into Erika’s Dragonair 


Erika’s Dratini is a cute little Pokémon that is awfully hard to Knock Out even if it 
only has 40 Hit Points. Dratini’s Pokémon Power: Strange Barrier allows Dratini 
to normally take only 10 damage a turn. If you play with a lot of Potions and 
Potion Energy cards (along with some Full Heals in case Dratini gets Paralyzed 
or Poisoned), then Dratini can give you time to get your big, bad Pokémon 

ready to attack. Or you can just battle your way to victory with Dratini’s Tail 
Strike attack. 
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ERIKA'S EXEGGCUTE CLV. 12) 


Card #: 77/132 @ 
Card Type: Basic Pokémon 


aa into Erika’s Exeggutor 


i 


he Ik 4 
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ERIKA'S EXEGGCUTE (LV. 15) 


Card #: 43/132 @ 
Card Type: Basic Pokémon 
Evolutions: —_ Evolves into Erika’s Exeggutor 


Erika’s Exeggcute (Lv. 15) isn’t as good at slowing down your o 
Jungle Mr. Mime, but its Deflector attack can still give you af. 
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in. If heads, tis attack 
damage; 30+ 


ei. 


ERIKA’S EXEGGUTOR 


Card #: 44/132 @ 

CardType: Stage1 

Evolutions: Evolves from Erika’s Exeggcute 
Don’t like the cards in your hand? Well, Erika’s Exeggutor can fix that with 
Psychic Exchange. This nifty attack lets you go through your deck very quickly 
so you can find the cards you need to defeat your opponent. You may want to 


play Switch in a deck with Exeggutor since it costs ®® to retreat, and you may 
want to retire this Pokémon to the Bench until you need more cards again. 
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ERIKA'’S GLOOM (LV. 24) 


Card #: 45/132 @ 

Card Type: Stage 1 

Evolutions: —_ Evolves from Erika’s Oddish; evolves into Eo 
This version of Erika’s Gloom has 10 fewer Hit Points than the other one ne ‘in the 
set. However, for just ® you have a 50-50 chance of doing asu 


Gloom without discarding an Energy card or using a Trainer c 
does 30 damage for @@®@ and gives you a 50 percent chance 


taken a lot of damage. Confuse or Paralyze itlifyou | need to stall or 
Gloom is in danger. 


GYM HEROES STRATEGY GUIDE 


Vile Smell Both the Defending 
Eril 


ERIKA’S GLOOM (LV. 28) 


Card #: 46/132 @ 
Card Type:  Stage1 


volutions: Evolves from Erika’s Oddish; evolves into Erika’s Vileplume 


> 


‘Asleep or Confused. You really only want to use this 
hat also uses the Celadon City Gym card. That Stadium 
you to discard an Energy card from any Pokémon with Erika 
F Jeal on that Pokémon. You can use Gloom to keep your 
ling while you use the Stadium card to keep Gloom 
ceep Energy in your hand so you can keep healing 
etrieval Trainer cards into your deck to help keep 
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2 
Trade 2 of the other cards in your 
hand for up to 2 Basic Pokémon 
and/or Evolution cards with Erika in 
their names from your deck. Show 
those cards to your opponent, then 
put them into your hand. Shuffle your 
deck afterward. 


2 Bal”) 


ERIKA'S MAIDS 


Card #: 109/132 


Card Type: Trainer 


This Trainer card is really good for getting exactly the Pokémon you need right 
when you need them. Of course, like most Gym Leader Trainer cards, Erika’s 
Maids only works in a deck with Erika’s Pokémon in it. Still, in an Erika deck this 
card is twice as good as Pokémon Trader. Compare this to Brock’s Training 
Method, which only lets you get one Brock’s Pokémon. Sure, you don’t have to 
put any cards back in your deck with Brock’s Training Method, but you get twice 
as many Pokémon with Erika’s Maids. That’s almost always better, because you 
probably will put back a card you don’t need now anyway! 
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ERIKA'S ODOISH (LV. 12) 


Card #: 47/132 @ 
Card Type: Basic Pokémon 
Evolutions: Evolves into Erika’s Gloom 


is is an interesting Pokémon because you can use it just like a Colorless 

u want. Oddish’s Pokémon Power: Photosynthesis makes all 

ike Grass Energy. Remember that Erika’s Gloom and Vileplume do 

s Energy to power their attacks, and Photosynthesis will stop working 
<a’s Oddish. The Poisonpowder attack is a decent, but not 
ou’re playing an aggressive Poison deck you'll probably 
n because it can do more damage with its Poison than 
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ERIKA'S ODDISH CLV. 16) 


Card #: 78/132 @ 

Card Type: Basic Pokémon 

Evolutions: Evolves into Erika’s Gloom 
a deck that needs more time to set up Pokémon on the Bench. 
10 more Hit Points, and each of its attacks can remove damas 


Blot and Sporadic Sponging don’t do a lot of damage, ie 


another Pokémon with bigger attacks. Plus, your opie ts. can Fs wey 
trated watching the damage that their Pokémon did disappear every 


8] 
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J 
Look at your opponent’s hand. If 
he or she has any Basic Pokémon 
cards there, you may put any 
number of them onto your 
opponent’s Bench (as long as 
there’s room). 


@ a”) 


ERIKA'S PERFUME 


Card #: 110/132 @ 
Card Type: Trainer 


This Trainer card is good to use if your deck uses a Bench-attack strategy. You 
can use Erika’s Perfume after your opponent stops putting extra Pokémon on 
the Bench to force your opponent to keep stacking the Bench. You can also use 
this card in a deck that uses the Gust of Wind Trainer card or has similar effects. 
Erika’s Victreebel’s Pokémon Power: Fragrance Trap works very well with Erika’s 
Perfume since you can bring your opponent’s Pokémon off the Bench over and 
over again. 
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Stretch Vine If your opponent has any 
ae cool hem and 


ERIKA'S TANGELA 


Card #: 79/132 @ 


Card Type: — Basic Pokémon 


Evolutions: | None 


Stretch Vine before you bring Tangela up to fight. 
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ERIKA’S VICTREEGEL 


Card #: 26/132 * 


Card Type: Stage 2 


‘0 use i ith this Power, you can pick on your oppo- 
Pokémon, forcing it into the fight, and then swatting it 
same turn. You might also want to put The Rocket’s Gym 
reebel. Evergg your shat 's Pokémon doesn’t get 
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ERIKA'S VILEPLUME 


Card #: 5/132 * 
Card Type: Stage 2 


Evolutions: — Evolves from Erika’s Gloom és es 


itself every ‘is mee gets damaged. That Power and 
Points make it very hard to Knock Out. While your oppo 
Confused, you can use Mega Drain to heal vigpume (usuz 


as 
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Flytrap Before doing damage, choose | of your 


©) @ ‘opponent's Benched Pokémon and switch it with 20 
fie stich 


ERIKA’S WEEPINGELL (LV. 26) 


Card #: 48/132 @ 
Card Type: Stage1 


Evolutions: Evolves from Erika’s Bellsprout; evolves into Erika’s Victreebel 


This Weepinbell is best used when your opponent has damaged Pokémon on 
his or her Bench or Pokémon without enough Energy to attack. You can then use 
Flytrap to bring your opponent’s weakest Pokémon into the arena to fight. Still, 
most players will probably be more interested in using Erika’s Level 30 
Weepinbell, since it has 10 more Hit Points and can do more damage. 
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ERIKA’S WEEPINGELL (LV. 30) 


Card #: 49/132 @ 
CardType:  Stage1 


Evolutions: Evolves from Erika’s Bellsprout; evolves into Erika’s Victreebel 


Erika’s Weepinbell can do a lot of damage to your opponent’s Pokéme 
few turns. Unless you can Knock Out your opponent’s Pokémon w 
Vine Whip, you’ll want to use Sleep Poison first to Poison the Defe' 
Pokémon and put it to Sleep and thus maybe even keep i 
turn (if it doesn’t wake up). If your opponent doesn’t retreat h 
Pokémon or use a Full Heal on it, you can then use Vine Whip to finish it 
order (this will work on almost any Pokémon). Like Erika’s Victreebel, 

Weepinbell works best as part of an aggressive Poison deck. — 
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In order to play this card, you can’t 
have any Basic Pokémon cards in your 
hand. Show your hand to your 
opponent, then search your deck for a 
Basic Pokémon card, show it to your 
opponent, and put it into your hand. 
Shuffle your deck afterward. 


) So 


GOOD MANNERS 


Card #: 111/132 @ 
Card Type: ‘Trainer 


Put Good Manners in your deck to help make sure you always have a Basic 
Pokémon on your Bench ready to go if you need to retreat or if your opponent 
Knocks Out your Active Pokémon. In some ways Good Manners is better 

than just drawing a random Basic Pokémon because you can use it to go get 
whatever Basic Pokémon you need at the moment. Remember, though, that 
Good Manners won’t help you at the beginning of the game if you don’t have 
any Basic Pokémon in your opening hand! 
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So can play this card only if you have 2 
at least | Basic Pokémon card in your 
hand. Put a Basic Pokémon card from 
your hand into play as your Active 
Pokémon. Put your old Active Pokémon 
onto your Bench. (You can’t play this 
card if your Bench is full.) 


2 al”) 


LT. SURGE 


Card #: 17/132 *, 101/132 * 
Card Type: ‘Trainer 


Lt. Surge works a lot like the Base Set 2 Trainer card Switch. If you have a deck 
with a lot of Pokémon that are expensive to retreat, you might want to put some 
copies of Lt. Surge in the deck along with Switch. That way you can have even 
more ways to retreat your Pokémon without discarding all that Energy to pay 
the Retreat Cost. 


ag 
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attach them to Lt. Surge’s Electabuzz. 


Electric Current Take | ® Energy card 
D 2 attached co Lt. Surge’s Electabuzz and attach it to 
Pokémor 


LT. SURGE'S ELECTABUZZ (LV. 22) 


Card #: 27/132 * 


Card Type: Basic Pokémon 


ong Lt. Surge’s Pokémon, and it belongs in any 
f other Lightning decks). Charge lets you 
kémon. With Charge you can put up to three 
émon in one turn (one from your hand and 
ws you to shuffle around extra Energy and 
er Pokémon that can then come in fora 

h Trainer cards where you have to discard 
back!) or against Energy Removal decks. 
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scat harge Take up to 2 # Energy 
7 ~ cards from your discard pile and 
attach them to Lt. Surge’s Electabuzz. 


Discharge Discard all ® Energy cards 
irge’s Biectabuzz in order to use 
imber of coins equal to the 


LT. SURGE'S ELECTABUZZ (LV. 2B) 


Card #: 6/132 
Card Type: Basic Pokémon 


Evolutions: None 


use either Charge or Discharge—two attacks t 
Electabuzz in a heavy Lightning deck wher 
Lightning Energy. Then you can use cards | 
about discarding Energy because Electab 


Discharge to do up to 90 damage to the 
huh? 
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Evolves from Lt Surge's Spearow Pat Lt Surges Fearow on the Bsc Pokémon 


Lt. Surge’s Fearow 70 HP 


Repeating Drill Flip 5 coins. 
BAL) This attack does 10 damage times 
the number of heads. 


Clutch The Defending 
eS Pokémon can’t retreat during 30 
your opponent's next turn. 


@w 


LT. SURGE’S FEAROW 


Card #: 7/132 * 
Card Type: Stage 1 
Evolutions: Evolves from Lt. Surge’s Spearow 


Lt. Surge’s Fearow is a Pokémon that can dig into your opponent’s Pokémon and 
never let go. Use Clutch to do 30 damage each turn to your opponent’s Active 
Pokémon and keep that Pokémon in the arena. No retreating allowed. The only 
way that Pokémon can get away is if your opponent has some alternate way to 
retreat (such as the Switch Trainer card). With a bit of patience and some well- 
timed Potions, Fearow can keep the Defending Pokémon pinned until it’s 
Knocked Out. 
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joval Pulse if ch 
has any Energy cards 
coin, If heads, choose | of 


ls, the Defe 


LT. SURGE’S MAGNEMITE (LV. 10) 


Card #: 50/132 @ 
Card Type: Basic Pokémon 
Evolutions: Evolves into Lt. Surge’s Magneton 


You might want to consider putting this Magnemite in 
of Energy Removal. If you use this Pokémon and 
have to use some Potions. Without healing, you 
Magnemite staying around for too long becau: 
Pulse only has a 50-50 chance of Confusing tl 
it has a 50 percent chance of being able to attack or retreat an 
can’t really count on it to keep this little Magnemite safe. 
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eta i 
indersh Agein « 
ds, the Defending Pokémon is 
now Paralyzed. 


is Tackle 


LT, SURGE’S MAGNEMITE CLV. 12) 


Card #: 80/132 @ 
Card Type: Basic Pokémon 


es into Lt. Surge’s Magneton 


oing a lot of damage to Benched 
t a big Pokémon quickly. The down side is 
Lt. Surge’s Magnemite has Tackle as a 


0 Energy Cha re) 
(before your attack), if Le. Surge’s Magneton is your Active 
ray take 1 Energy card atached to | of your Pokémon 
tnd acho Uc Surges Magness Tis power cn betnod ML Sura’ 
Magnecon is Asleep, Confused, or Paralyzed. 


aD Mega Shock Flip a coin. If 
tails, Lt. Surge's Magneton does 50 


®@ 2 20 damage to itsel fe { 


LT. SURGE’S MAGNETON 


Card #: 8/132 * 
Card Type: Stage 1 
Evolutions: — Evolves from Lt. Surge’s Magnemite 


This is a fun Pokémon to use with all of the Lt. Surge 
Energy back from the discard pile. It’s pretty easy to 
your Pokémon in a Lt. Surge deck. You can use thi 
to quickly gather Energy from your other Pokémon a 
Shock attack. Normally, an attack that costs 
that great, but it’s just fine here because it’s so 
need. 


for only 50 
sy to build up t 
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m your discard pile and attach it 
to Lt. Surge’s Pikachu. 


Lightning Tail Flip a coin. If 
D 7) heads, the Defending Pokemon is 
now Paralyzed, oe 


LT. SURGE’S PIKACHL 


Card #: 81/132 @ 


Card Type: Basic Pokémon 


Pikachu can use Charge attack to get 

le and power itself up. Lightning Tail does 
tt chance to Paralyze the Defending 
ikachus can do more damage then Lt. 
‘alyze other Pokémon makes this Pikachu 
r next Lightning deck. 
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Mega Punch =—s- 330 


Thunderbolt Discard all Energy 
BB ree shed to Surge Raich 100 


in order to use this att ack. 


LT. SURGE'’S RAICHLU 


Card #: 28/132 * 
Card Type: Stage 1 
Evolutions: — Evolves from Lt. Surge’s Pikachu 


Lt. Surge’s Raichu has two attacks that can zap you 
lot of damage. Mega Punch does good damage 
does 100 damage to the Defending Pokémon! 
really big and has Resistance to Lightning Po! 
count. Thunderbolt is expensive, though, an 
to Raichu when you use it. This Pokémon work 
(Lv. 22), which allows you to recycle the lost 
You will probably want some Switch Trainer cards in the deck too, s 
get Raichu out of the way quickly while it’s charging back up. 
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(aera Pac Le Sue's Rasa onthe Basic Pokémon 


Lt. Surge’s Raticate 70 HP J 


Super Fang Does damage 
to the Defending Pokémon 
equal to half the Defending 
Pokémon's remaining HP 
(rounded up to the nearest 10). 


weakness (i resistance 
retreat cost * 


LY. 32 #20 
is, Ken Sugimori  ©195,%6, 98 Neen, Creme, GAMEREAK. 0177-200 Weer $1/132 


LT. SURGE'S RATICATE 


Card #: 51/132 @ 
CardType:  Stage1 
Evolutions: — Evolves from Lt. Surge’s Rattata 


With Lt. Surge’s Raticate, it really is true that “the bigger they are, the harder 
they fall.” Make Lt. Surge’s Raticate your Active Pokémon just when your oppo- 
nent brings an undamaged Pokémon with 60 or more Hit Points into the arena. 
Raticate’s first attack will do 30 (or more) damage to the Defending Pokémon. 
The bad part is that this attack does less and less damage each turn, so you’ll 
probably want to retreat Lt. Surge’s Raticate pretty quickly. Luckily, Raticate’s 
Retreat Cost is only ®, and its cheap attack makes it easy to get Raticate into 
fighting shape again! 
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Focus Energy During your 
next turn, Lt. Surge’s Rattata’s Gnaw 
attack’s base damage is doubled. 


Gnaw 


resistance @) -30 


LT. SURGE'S RATTATA 


Card #: 82/132 @ 
Card Type: Basic Pokémon 
Evolutions: — Evolves into Lt. Surge’s Raticate 


Lt. Surge’s Rattata has 10 more Hit Points than the Base Set 2 Rattata. If you can 
put Lt. Surge’s Rattata out as your first Pokémon and use Focus Energy on your 
first turn, then Rattata can Gnaw the Defending Pokémon for 40 damage on 
your second turn! After that, you should usually just use Gnaw unless your 
opponent has a Pokémon that can prevent you from doing damage with your 
attack. If that happens, use Focus Energy again and hope you can attack for 40 
damage the next turn. 
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Basic Pokémon 


Lt. Sur; 


# Drill Peck 


weakness 4) 


retreat cost 


resistance @ -30 


LT. SURGE’S SPEAROW CLV. 8) 


Card #: 52/132 @ 
Card Type: Basic Pokémon 
Evolutions: Evolves into Lt. Surge’s Fearow 


This Tiny Bird Pokémon packs a lot of punch for just one ® Energy. If your oppo- 
nent has a Fighting deck, Lt. Surge’s Spearow’s Resistance should protect it long 
enough to make some good use of its quick Drill Peck attack, but against other 
types of Pokémon this Tiny Bird will get Knocked Out fast. Although this 
Spearow can do more damage early than Lt. Surge’s other Spearow, it has fewer 
Hit Points and doesn’t have as big an attack. 


100 


Basic Pokémon 


Lt. Sur; 


Whirlwind tf your opponent has any 

Benched Pokémon, he or she chooses | of them 10 
and switches it with the Defending Pokémon. 

(Do the domoage before switching the Pokémon.) 


Razor Wind Flip a coin. If 
tails, this attack does nothing. 


LT. SURGE’S SPEAROW CLV. 17) 


Card #: 83/132 @ 

Card Type: Basic Pokémon 

Evolutions: — Evolves into Lt. Surge’s Fearow 
Lt. Surge’s Spearow (Lv. 17) has 10 more Hit Points than his other Tiny Bird 
Pokémon. Its Whirlwind attack is cheap but is only really useful if you’d rather 
have Spearow fight the Pokémon on your opponent’s Bench than the current 


Active Pokémon. Razor Wind does 40 damage if it hits, but it'll only hit half the 
time. This makes Lt. Surge’s Spearow a solid, but not great, Colorless Pokémon. 


ol 
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Your opponent chooses | of the 
following: everyone chooses | of 
his or her own Prizes and puts it 
into his or her hand, or you draw 
a card. 


) aa) 


LT. SURGE’S TREATY 


Card #: 112/132 
Card Type: Trainer 


Unless you can get your opponent to make the wrong choice (using the old Jedi 
Mind Trick, perhaps?), playing Lt. Surge’s Treaty will usually just allow you to 
draw one card. Since Bill, Misty’s Wrath, and other Trainer cards let you draw 
more cards, there are very few times you’d want to use Lt. Surge’s Treaty 
instead. You might try making a fun deck where you trick your opponent into 
thinking he or she is ahead and then play Lt. Surge’s Treaty (your opponent will 
probably pick draw a Prize). Next, you need to surprise your opponent by doing 
extra damage that gets a quick Knock Out or by playing a Pokémon that is hard 
to Knock Out, like Onix. This is pretty risky, though! 


102 


CHAPTER FOUR: GYM HEROES CARD ENCYCLOPEDIA ; 


e’s Voltorb 40 H D 


Basic Pokémon 


the number of heads. 
Double Spin Flip 2 coins. 

® This attack does 20 damage 
times the number ; 


LT. SURGE'’S VOLTORE 


Card #: 84/132 @ 
Card Type: Basic Pokémon 


Evolutions: Evolves into Lt. Surge’s Electrode (G 


amount of Energy they need. This Voltorb has 
Set 2 Voltorb but has more attacks, and th 
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Flip 2 coins. If both of them are 
heads, choose | of your opponent’s 
Benched Pokémon and return it and 
all cards attached to it to his or her 
hand. If | or both of them are tails, 
your turn ends immediately (you 
can’t attack this turn). 


2 Sa”) 


M/NION OF TEAM ROCKET 


Card #: 113/132 @ 
Card Type: Trainer 


The Minion of Team Rocket Trainer card gives you a 25 percent chance of 
making your opponent lose some cards and a 75 percent chance of making 
you lose your attack. Not good odds. Still, if it works, and you can choose a 
Stage 2 Pokémon with a lot of Energy attached to it, you can do some serious 
damage to your opponent’s plans. But if you’re counting on this card to help 
you win the game, you’d better have a lot of good luck charms or you may be 
in serious trouble. 
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card 2 of the other cards in your 
hand in order to play this card. If this 
turn’s attack does damage to the 
Defending Pokémon (after applying 
Weakness and Resistance), and if the 
attacking Pokémon has Misty in its 
name, the attack does 20 more damage 
to the Defending Pokémon. 


~) Sa”) 


M/STY 


Card #: 18/132 *, 102/132 * 
Card Type: ‘Trainer 


Misty is a lot like the PlusPower Trainer card. You can use both of these Trainer 
cards to do some surprise extra damage to your opponent’s Active Pokémon. 
Misty does 20 damage (instead of 10 for PlusPower), but you have to discard 
two cards to use it. Think about using Misty in a deck with Energy Retrieval or 
Lt. Surge’s Electabuzz. That way you can discard Energy cards and then get 
them back later. 


los 
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MISTY’S CLOYSTER 


Card #: 29/132 * 
Card Type: Stage 1 
Evolutions: Evolves from Misty’s Shellder 


Misty’s Cloyster is a step up from the Fossil Cloyster. It has 20 more Hit Points, 
and its Pokémon Power: Shell Armor makes attacking Pokémon do 10 less dam- 
age to Cloyster on every attack. This combination makes Misty’s Cloyster very 
hard to Knock Out. Although both the Fossil Cloyster’s Spike Cannon and Misty’s 
Cloyster’s Triple Cannon do a maximum of 60 damage, Triple Cannon is more 
likely to do some damage every turn. 
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You and your opponent play a game 
of Rock-Paper-Scissors. The winner 
shuffles his or her hand into his or 
her deck and draws a new hand of 5 
cards. (If you don’t know how to play 
Rock-Paper-Scissors, flip a coin to 
decide who’s the winner.) 


”) So 


MISTY'’S DUEL 


Card #: 123/132 @ 
Card Type: — Trainer 


Now here’s a fun card, especially if you like playing Rock-Paper-Scissors. Unless 
you're really good at this game, you’ll only want to play Misty’s Duel in a silly 
deck. If you do play with this card, try to play it when you have fewer than four 
cards in your hand and your opponent has seven or more cards. That way even if 
you lose the game, your opponent still loses cards from his or her hand—and if 
you win, you get to draw more cards than you lost. 
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MISTY'S GOLDEEN (LV. & 


Card #: 30/132 * 

Card Type: Basic Pokémon 

Evolutions: Evolves into Misty’s Seaking 
This Goldeen is a more aggressive Pokémon than the Jungle version. It has 10 
fewer Hit Points, but its main attack has a 50-50 chance of doing 20 more dam- 
age. Still, with only 30 Hit Points, Goldeen is not going to last long as your 


Active Pokémon, so you’ll probably want to evolve it into Misty’s Seaking as 
quickly as possible. 
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MISTY’S GOLDEEN CLV. 10) 


Card #: 85/132 @ 
Card Type: Basic Pokémon 
Evolutions: Evolves into Misty’s Seaking 


Misty’s Lv. 10 Goldeen has all the Hit Points of the Jungle Goldeen plus a few 
more tricks up its... scales. Fury Attack averages 10 damage per turn, which is 
about the same as the Jungle Goldeen, but Misty’s Goldeen can also use its 
Supersonic attack to Confuse the Defending Pokémon. In.a Misty deck, Misty’s 
Goldeen can take advantage of the Cerulean City Gym card and retreat for free 
(and then the Jungle Goldeen has no advantage over this one). 
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M/STY’S HORSEA 


Card #: 86/132 @ 
Card Type: Basic Pokémon 
Evolutions: Evolves into Misty’s Seadra 


This Dragon Pokémon has an attack that is bound to frustrate your opponent. 
For only @@, Smokescreen does 20 damage. If your opponent doesn’t change 
Pokémon, that Pokémon only has a 50 percent chance of attacking Horsea the 
next turn. You can use this sort of delaying attack to give yourself time to evolve 
other Pokémon (Go Blastoise!). Horsea has no Retreat Cost, either, so you can 
retreat it as soon as your big Pokémon is ready to attack. 
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M/STY'S POLIWAG 


Card #: 87/132 @ 
Card Type: Basic Pokémon 
Evolutions: Evolves into Misty’s Poliwhirl 


Although Hypnotic Stare doesn’t do any damage, this attack can actually stall 
your opponent for a long time while you build up Energy and evolve your 
Pokémon. The worst that can happen with Hypnotic Stare is that the Defending 
Pokémon falls Asleep. That still means there’s only a 50-50 chance that the 
Pokémon will wake up and be able to fight on your opponent’s next turn. So 
overall, Hypnotic Stare gives you a 75 percent chance of keeping your opponent 
from attacking next turn if he or she can’t Full Heal or use Switch to retreat his 
or her Active Pokémon. If you just feel like doing some damage, Tail Rap isn’t a 
bad attack. 
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MISTY’S POL/IWHIRL 


Card #: 53/132 @ 
Card Type: Stage 1 
Evolutions: Evolves from Misty’s Poliwag; evolves into Misty’s Poliwrath 


Misty’s Poliwhirl is a fine addition to many Water decks. Rapids can keep your 
opponent’s Pokémon low on Energy, while Water Punch can be really nasty 
when combined with Blastoise’s Pokémon Power: Rain Dance. Before you know 
it, you'll be flipping four, five, or even six coins and averaging 60 damage per 
attack (or more). Because Water Punch needs so much @ Energy to use really 
well, you should probably only use Misty’s Poliwhirl in an all-Water deck. 


CHAPTER FOUR: GYM HEROES CARD ENCYCLOPEDIA 


MISTY’ S POLIWRATH 


Card #: 31/132 * 
Card Type: Stage 2 
Evolutions: Evolves from Misty’s Poliwhirl 


Misty’s Poliwrath only has one attack, but it can doa lot of damage if your 
opponent isn’t using any Water Pokémon. If your opponent’s Bench is full of 
non-Water Pokémon, Water Ring does 80 damage. Of course, if your opponent 
doesn’t put many Pokémon on the Bench, Water Ring is less powerful. (You 
might want to use Erika’s Perfume to force your opponent to put Pokémon on 
the Bench.) Because Water Ring does 10 damage to any non-Water Pokémon, 
you’ll only want to use Misty’s Poliwrath in an all-Water Pokémon deck. 
Otherwise, Water Ring will damage your own Pokémon, too. 


UES 
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MISTY'S PSYOLICK 


Card #: 54/132 @ 

Card Type: Basic Pokémon 

Evolutions: Evolves into Misty’s Golduck (Gym Challenge) 
Misty’s Psyduck can use Call for Friend to help you find whatever Misty’s 
Pokémon you need most. Scratch isn’t a very exciting attack on its own, so you 


probably only want to use Misty’s Psyduck in a deck that has a lot of Misty’s 
Pokémon that want to be Psyduck’s friend. 
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M/STY'S SEADRA 


Card #: 9/132 

CardType:  Stage1 

Evolutions: — Evolves from Misty’s Horsea 
Misty’s Seadra has more Hit Points than the Fossil Seadra, but its attacks 
are not as consistently good. Misty’s Seadra does have one attack that can do 
50 more damage than either of the Fossil Seadra’s attacks. The aptly named 


Knockout Needle is sure to do 30 damage to the Defending Pokémon, but 
25 percent of the time this attack will do a whopping 90 damage. 


Ue 
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ponent has any 
of them and flip 


M/STY'S SEAK/NG 


Card #: 55/132 @ 

Card Type: Stage 1 

Evolutions: Evolves from Misty’s Goldeen 
Although Misty’s Seaking doesn’t do as much damage as the Jungle Seaking, 
Mud Splash is a still a good attack, and it can poke away at those pesky 
Benched Pokémon, too. Of course, the big advantage that Misty’s Seaking has is 


that it’s a Misty’s Pokémon, so it works with Cerulean City Gym, Misty’s 
Psyduck’s Buddy System, and other Misty effects. 
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M/STY'’S SEEL 


Card #: 88/132 @ 
Card Type: Basic Pokémon 
Evolutions: — Evolves into Misty’s Dewgong (Gym Challenge) 


Misty’s Seel is very similar to the Base Set 2 Seel. It has the same Hit Points, 
but Misty’s Seel’s attack costs ® more to use and does 10 more damage. In 
almost all cases, Misty’s Seel will work better for you in most decks because 
that extra damage can really add up. Plus, Misty likes this Seel, so how can you 
go wrong? 
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MISTY'S SHELLDER 


Card #: 89/132 @ 

Card Type: Basic Pokémon 

Evolutions: — Evolves into Misty’s Cloyster 
Misty’s Shellder is more aggressive than the super-shy Shellder (say that five 
times fast!) from Fossil. It also has 10 more Hit Points. Its Clamp attack does 


decent damage, plus it has a 50-50 chance of Paralyzing the Defending 
Pokémon. 
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MISTY’S STARMIE 


Card #: 56/132 @ 
CardType:  Stage1 
Evolutions: — Evolves from Misty’s Staryu 


This Starmie works well in a hard-hitting Water deck. Its attacks are stronger 
and it has more Hit Points than the Base Set 2 Starmie, but it doesn’t have the 
ability to get rid of damage counters. That makes Misty’s Starmie a little easier 
to Knock Out. Misty’s Starmie’s Water Gun attack works very well in an all-Water 
deck that has Blastoise because you can use Rain Dance to quickly power up 
the attack with Water Energy. 
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MISTY'S STARYU 


Card #: 90/132 @ 
Card Type: Basic Pokémon 
Evolutions: Evolves into Misty’s Starmie 


When you first look at this Pokémon, it seems better than the Base Set 2 Staryu. 
Watch out, though! Misty’s Staryu has 10 more Hit Points, and its attack is big- 
ger, but you don’t apply Weakness and Resistance. Usually, that’s a good thing. 
But very few Pokémon have Resistance to Water Pokémon while a lot of 
Pokémon have a Weakness to Water Pokémon. The Swift attack will do less 
damage more often than not! 
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MISTY’S TENTACOOL (LY. 12) 


Card #: 32/132 * 
Card Type: Basic Pokémon 
Evolutions: — Evolves into Misty’s Tentacruel 


The most interesting thing about this Tentacool is its Jellyfish Pod attack. You'll 
want to use this Tentacool in a deck with a lot of Tentacools, Tentacruels, Misty’s 
Tentacools, and Misty’s Tentacruels. Use Jellyfish Pod, and then either evolve 
Misty’s Tentacool on your next turn or retreat it (it doesn’t cost anything) and 
put a Pokémon that can do some damage into the arena (you should have 
enough in your hand now). Since this Pokémon can’t do any damage and only 
has 40 Hit Points, you probably don’t want to play it unless you need to get 
other Pokémon with Jellyfish Pod. 
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cards to the 
émon during his 


MISTY’S TENTACOOL CLV. 16) 


Card #: 57/132 @ 
Card Type: Basic Pokémon 
Evolutions: Evolves into Misty’s Tentacruel 


Unlike the Lv. 12 Misty’s Tentacool, this Pokémon can go in many different Water 
decks. It only has one attack, but Crystal Beam can really slow down your oppo- 
nent—especially if you play with Energy Removal and Super Energy Removal as 
well. Between the Trainer cards and Crystal Beam, your opponent can have a 
really hard time attacking or retreating his or her Pokémon. In no time, you’ll 
have a big Energy advantage, and that will go a long way toward winning a 
Pokémon TCG game. 


CHAPTER FOUR: GYM HEROES CARD ENCYCLOPEDIA 


MISTY’ S TENTACRUEL 


Card #: 10/132 * 
Card Type:  Stage1 
Evolutions: — Evolves from Misty’s Tentacool 


Misty’s Tentacruel has a built-in Switch that you can use whenever one of your 
opponent’s attacks damages Tentacruel. Flee would be an even better Pokémon 
Power if Tentacruel had a Retreat Cost, but it really helps if your opponent uses 
attacks that Confuse, Paralyze, or otherwise make it hard to retreat. Jellyfish 
Poison is pretty expensive, but if you play Misty’s Tentacruel in a deck with 
Blastoise (Rain Dance) it’s easy to get a lot of Energy on your © Pokémon. Once 
Jellyfish Poison gets going, it can be pretty scary—heads or tails, you’re doing 
30 damage and Poison or Confusion. Either way, you come out ahead! 
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Look at the top 7 cards of your 
deck. Choose 2 of those cards and 
put them into your hand. Discard 
the rest. 


MISTY’S WRATH 


Card #: 114/132 @ 
Card Type: Trainer 


This Trainer card is one of the best cards in this set. Bill, probably the best 
Trainer card in Base Set 2, allows you to draw two cards, but Misty’s Wrath lets 
you pick the two best cards from the top seven cards in your deck. Yes, you have 
to discard the other five cards, but don’t worry about that. You just have to be 
careful that you don’t run out of cards in your deck before you win the game! 
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2 


This card stays in play when you play it. Discard this eard if 
another Stadium card comes into play. 


No player may have more than 4 Pokémon on his 
or her Bench. When this card is played, if a player 
has 5 Pokémon on his or her Bench, that player 
chooses | of them and returns it and all cards 
attached to it to his or her hand, (If both players 
have to return a Pokémon, your opponent returns 
a Pokémon first.) 


3 aa”) 


NARROW GYM 


Card #: 124/132 @ 
Card Type: Trainer (Stadium) 


As its name says, this is a Narrow Gym. You’ll only want to use it for a few rea- 
sons, like if you know you’re going to face a lot of Bench attacks and Erika’s 
Perfume. With only four spots on the Bench your opponent can’t force you to 
put down as many Pokémon. You also might want to use this card if you know 
you'll be facing a deck that gets more powerful as your opponent puts more 
Pokémon on his or her Bench (such as a deck with Sabrina’s Haunter in it). 
Against most decks, though, this Stadium card won’t help you much. 
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This card stays in play when you play it. 
Discard this card if another Stadium card 
comes into play. 


A player must discard 2 cards 
from his or her hand in order to 
play an Energy Removal or Super 
Energy Removal card. 


a) 


NO REMOVAL GYM 


Card #: 103/132 * 
Card Type: Trainer (Stadium) 


This is a Stadium card you might want put in a deck with a lot of Pokémon that 
have expensive attacks so you don’t get beaten by Energy Removal. You might 
also want to use it if your deck doesn’t use Energy Removal, but you know you 
might have to play against decks with Energy removal. There’s nothing an 
Energy Removal player hates more than not being able to use his or her Energy 
Removal and Super Energy Removal cards. Once you’ve stopped that strategy, 
an Energy Removal deck will usually lose pretty quickly. 
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This card stays in play when you play it. 
Discard this card if another Stadium card 
comes into play. 


Don’t apply Resistance to any 
attacks made by Pokémon with 
Brock in their names. 


2 Bea”) 


PEWTER C/TY GYM 


Card #: 115/132 @ 
Card Type: Trainer (Stadium) 


If you’re playing an all-Fighting, all-Brock’s Pokémon deck, you should definitely 
have a few Pewter City Gym cards. A lot of Pokémon have Resistance to Fighting 
Pokémon, and that can give an all-Fighting deck serious problems... unless 
you're battling in the Pewter City Gym! Once those pesky Resistance problems 
are gone, your big Fighting Pokémon can really dole out damage to any and all 
Pokémon. Remember that Pewter City Gym only works with Brock’s Pokémon, 
so use it only in a deck that’s mostly made up of Brock’s Pokémon. 
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For your attack this turn, your 
Active Pokémon can use any 
attack from its Basic Pokémon 
card or any Evolution card 
attached to it. (You still have to 
pay for that attack’s Energy 
cost.) 


") a) 


RECALL 


Card #: 116/132 @ 
Card Type: — Trainer 


This Trainer card allows you to “go back” and use a Pokémon Power or attack 
from an earlier form of your evolved Pokémon. Usually the attacks of your Stage 
1 and Stage 2 Pokémon will do more damage than those of the Pokémon they 
evolved from. But sometimes you may want to use a special power again. For 
example, Sabrina’s Haunter has a power that can really do a lot of damage after 
you fill your Bench with Gastlys, Haunters, and Gengars. You could use Recall to 
use Haunter’s Night Spirits and do more damage (on average) than Gengar’s 
attacks. This can be a big surprise to your opponent, but not many decks can 
take advantage of this Trainer card. 
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This card stays in play when you play it. 
Discard this card if another Stadium card 
comes into play. 


Each player pays * more to 
retreat his or her Active 
Pokémon. 


2 all’) 


THE ROCKET’S TRAINING GYM 


Card #: 104/132 *« 
Card Type: Trainer (Stadium) 


The Rocket’s Training Gym is an interesting Stadium card that can really let you 
take full advantage of Poison Pokémon and Pokémon with no Retreat Cost. 
When your Active Pokémon gets Poisoned you really want to retreat, but that’s a 
lot harder to do when The Rocket’s Training Gym is in play. Poison your oppo- 
nent’s Pokémon and use some Energy Removal to really stick them in place. 
Then add some Switch Trainer cards so that you can change your Active 
Pokémon more easily. Now you’re set! 
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"Basic Pokémon 


Rocket's Hitmonian 


Hitmonchan during your opponents nexc turn (even f Rockers 
‘Hitmonchan is Knocked Out) fp a coin. If heads, Rocket's 
Hitmonchan attacks your opponent's Active Pokémon for 
ouble that amoune of damage. (If Rockers Himonchan tohes 
120 damage, it does 40 damage to that Pokémon) 


oe Magnum Punch 


ROCKET’S HITMONCHAN 


Card #: 11/132 
Card Type: Basic Pokémon 
Evolutions: None 


Now here’s.a, Pokémon that doesn’t pull any punches! Rocket’s Hitmonchan can 
make any opponent with hard-hitting Pokémon think twice before attacking. For 
just one @ Energy, Crosscounter has a 50-50 chance of making an attacking 
Pokémon do double its damage to itself! The bigger the attacking Pokémon’s 
attack, the more scared your opponent will be to use it against Crosscounter. 
Use some Potions to keep Hitmonchan around for a few turns, and its Magnum 
Punch can do some serious damage of its own. 
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ROCKET’S MOLTRES 


Card #: 12/132 * 
Card Type: Basic Pokémon 


Evolutions: | None 


big difference sometimes! 
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Basic Pokémon 


see __ Blinding Scythe 40 


ROCKET'S SCYTHER 


Card #: 13/132 * 

Card Type: Basic Pokémon 

Evolutions: None 
Here’s another good Rocket Pokémon (where do they get them all?). Use 
Shadow Images until your opponent flips tails. Then Scyther won’t take any 
damage from that attack until something else damages it. Once Scyther is pro- 


tected and you’ve built up enough Energy, use Blinding Scythe to slice away the 
Defending Pokémon’s Hit Points. 
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Basic Pokémon 


Rocket’s Snorlax 90 HP #9 


So 


é ength 
Pokémon Power: Restless Sleep If your opponent's 
attack does damage to Rocket's Snorlax and Rocket's 
Snorlax is already Asleep (even if t's Knocked Out), this 
power does 20 damage to the attacking Pokémon. 


® & Collapse Rocket's Snorlax is 20 
2%) nowAsleep (after doing damage). 


weakness i) resistance @) -30 
retreat cost HHH 


LY. 40 #143 
Was, Shiniehl Yoshida (1995.54, 98 Necerdo, Ceanses. GAMEFREAK. 01999-2000 Wards. 33/132 % 


ROCKET’S SNORLAX 


Card #: 33/132 * 
Card Type: Basic Pokémon 
Evolutions: = None 


Rocket’s Snorlax is the kind of card that can really make you laugh. It’s a Basic 
Pokémon with go Hit Points, so it can make a decent defensive wall. Snorlax’s 
only attack costs ®@®, so it’ll take you three turns before Snorlax can attack 
(unless you use Double Colorless Energy). Then, when you do attack, you need 
Snorlax to stay Asleep during your opponent’s turn and wake up for your turn! 
If your opponent attacks Snorlax when it’s Asleep, you can manage a total of 
40 damage per turn. But you can only count on 20 damage from Collapse 
normally—and Snorlax might sleep right through your next turn! 
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hip a coin. If heads, choose up to 
3 cards at random from your 
opponent’s hand (don’t look at 
them). Your opponent shuffles 
those cards into his or her deck. 


2 22 


THE ROCKET'S TRAP 


Card #: 19/132 
Card Type: Trainer 


The Rocket’s Trap gives you a 50-50 chance of making your opponent put three 
cards back in his or her deck. Because you have to use one card (The Rocket’s 
Trap) to do this, this Trainer is like an anti-Bill card. Funny, huh? The fewer cards 
your opponent has, the less chance he or she will be able to play enough 
Pokémon and Energy to win. Having more cards than your opponent is pretty 
much always good, and this card can help make that happen. 
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SAEBRINA’S ABRA 


Card #: 91/132 @ 
Card Type: Basic Pokémon 
Evolutions: Evolves into Sabrina’s Kadabra (Gym Challeng 


Sabrina’s Abra has 10 more Hit Points than the Base S¢ 

Loop attack can make it very hard for you to build 
That can be a real drawback. The only time it’s not a 
Sabrina’s Abra is about to get Knocked Out. Then you can u 
and not lose your Energy or your Abra when your oppo 
Out punch. 
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SABRINA’S DROWZEE 


Card #: 92/132 @ 
Card Type: Basic Pokémon 
Evolutions: Evolves into Sabrina’s Hypno (Gym Challenge) 


You can use Suggestion early,in the game to slow down your opponent. This 
Attack has only a 50 percent chance of stopping the Defending Pokémon’s 
attack (and your opponent can still retreat), so Sabrina’s Drowzee is not nearly 
as effective as Misty’s Poliwrath at stalling your opponent. Remember, you can 
use Sabrina’s ESP with this,attack to give you another chance at keeping the 


Defending Pokémon from attacking. Drowzee’s other attack, Headbutt, is okay 
but not great. 
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2 
Attach Sabrina’s ESP to | of your 
Pokémon with Sabrina in its name. At 
the end of your turn, discard 
Sabrina’s ESP. If that Pokémon uses an 
attack that involves flipping coins, 
Sabrina’s ESP lets you re-flip those 
coins once. If you do, re-flip all the 
coins. 


2 <2 2 


SAERINA'’S ESP 


Card #: 117/132 @ 
Card Type: Trainer 


Everybody hates losing a big coin flip. Well, if you’re playing a deck full of 
Sabrina’s Pokémon, now you can get a second chance! Use Sabrina’s ESP to give 
yourself another chance at a coin flip, but you want to make sure you wait until 
you really need that flip to go your way (like one where you can save your 
Pokémon or Knock Out your opponent’s Pokémon). Don’t waste Sabrina’s ESP 
on a coin toss that doesn’t really matter. 


137 


GYM HEROES STRATEGY GUIDE 


‘a 
Pook The Defending 
*) 2%) Pokémon can’t retreat during 
your opponent's next turn. 


SAERINA'’S GASTLY 


Card #: 93/132 @ 
Card Type: Basic Pokémon 
Evolutions: Evolves into Sabrina’s Haunter 


Spook is a good attack that does 20 damage and keeps your opponent from 

retreating an Active Pokémon before it gets Knocked Out. To take full advantage 

of Spook, use it with,Energy Removal and some Poison Pokémon like Sabrina’s 

Venonat. Then you. can Poison the Defending Pokémon, bring Gastly up, and 
keep that Poisoned Pokémon from retreating. You might also think about using 

Gust of Wind to force a damaged Pokémon or a Pokémon with little or no Energy 
_ into the arena, where it will have to sit and get smacked around by Gastly. 


138 


CHAPTER FOUR: GYM HEROES CARD ENCYCLOPEDIA 


Each player shuffles his or her 
hand into his or her deck and 
draws a new hand of the same 
number of cards. 


SABRINA'S GAZE 


Card #: 125/132 @ 
Card Type: Trainer 


If you’re playing with a Sabrina deck, then you might want to put this Trainer 
card in just for fun. This card allows you to draw cards, but it usually lets your 
opponent draw cards, too. Professor Oak is still a better card. That doesn’t 
mean you can’t use this card if you like Sabrina. If you do, make sure you play it 
when your opponent has only a few cards (or none!) in his or her hand and you 
have a lot. You could also use it after your opponent uses a Trainer card to get 
some cards but hasn’t used them yet. 
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SAERINA’S GENGAR 


Card #: 14/132 * 
CardType: Stage 2 


Evolves from Sabrina’s Haunter 


with Pn Amplifier attacks. Gengar’s other attack, 
12) > Percen chance of putting the Defending Pokémon 
can be great if it’s your opponent’s only 
<nock Out, so save it for Pokémon that are 
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qual to the total number: 
® ©) Sabrina’s Gastlys, Sabrina’s 
Haunters, and Sabrina’s Gengars 


you have in play. This attack does 30 
damage times chegumber of heads. 
Sa. 


resistance 


SABRINA’S HAUNTER 


Card #: 58/132 @ 
CardType: Stage1 
Evolutions: — Evolves from Sabrina’s Gastly; evolves into Sabrina’s Gengar 


This is one Gas Pokémon that can do a lot of damage—if you get enough of 
Sabrina’s other Haunters, Gastlys, and Gengars on your Bench. Try using this 
Pokémon with Challenge! from the Team Rocket set. If your opponent lets\you 
fill your Bench, go get your other Gastlys and put them out. Now Haunter’s 
Night Spirits attack will do an average of 60 damage! If your opponent 
doesn’t let you go get your Pokémon, you still get to draw two cards. Either 
way, you win! 
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SAERINA’S JYNX 


Card #: 59/132 @ 
Card Type: Basic Pokémon 


fee Evolutions: | None 


Set 2 Jynx. Sabrina's Jynx has 10.fewer Hit Points, but its attacks are more 
consistent and cheaper to use. Good Night does 10 points of damage and auto- 
matically puts the Defending Pokémon to Sleep—all for just ©. This makes 
Sabrina's Jynx a great Basic Pokémon to put into any deck with a Sleep theme. 
Good Morning is a pretty basic 20 damage attack for two Energy, but it's cheap- 
er than the Base Set 2 Jynx's Meditate, which might only do 20 damage anyway. 
‘ay Overall, thisiisa pretty good Jynx, especially if you like to put Pokémon to Sleep. 


<= 
: There are a few interesting differences between Sabrina’s Jynx and the Base 
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SABRINA’S MR. M/ME 


Card #: 94/132 @ 
Card Type: Basic Pokémon 
Evolutions: | None 


As long as you have one Energy of any kind to get Sabrina’s Mr. Mime starte 
with Sleight of Hand, you can use this Pokémon to.make sure you get enough 
Energy to power all your Pokémon. Sabrina’s Mr..Mime is partic! 
in deck with lots of different kinds of Pokémon because you ca 
get all the different types of Energy you need. Althoug f 
as good a “wall” as the Jungle Mr. Mime (because of its Po 
Invisible Wall), it can help you play a deck with lots of diffe 
Pokémon. 
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eae 1 Etheom Seine’ Slorake Pix Sis SEB 
Sabrina’s Slowbro ; 


‘Slowbro is now Asleep. If Sabrina’s Slowbro has fewer 
‘damage counters than that, remove all of them. 


OW Screaming Headbutt You 
can’t use this attack during your 
next turn. 


SAERINA’S SLOWERO 


Card #: 60/132 @ 
Card Type: Stage 1 
Evolutions: Evolves from Sabrina’s Slowpoke 


Sabrina’s Slowbro has two attacks you want to take turns using. Screaming 
Headbutt does 40 damage, but you can only use it every other turn, so if 
Slowbro gets damaged, use Naptime on the other turns and you have a chance 
of removing some damage from Slowbro. Naptime does make Sabrina’s Slowbro 
fall Asleep, but you get two coin flips to wake up before it’s time for Slowbro to 
attack again, so it has a 75 percent chance of waking up by then. If you’re wor- 
tied about not making your Naptime coin flip, you can use the Sabrina’s ESP 
Trainer card to give you another chance to wake up Slowbro. 
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SAEBRINA’S SLOWPOKE 


Card #: 95/132 @ 
Card Type: — Basic Pokémon 


Evolutions: Evolves into Sabrina’s Slowbro 


Although this isn’t a great Pokémon, Lazy Attack isn’ 
It does 30 damage for @®, and Sabrina’s Slowpok 


ad as it first appears. 
a7 percent chance of 
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e }. Sabrina’s Venomoth é ” I 


wy), 


Sonic Distortion Fiip 2 coins. If | 
(© _ or both of them are heads, the Defending 10 
Pokémon is now Confus 


SABRINA’S VENOMOTH 


Card #: 34/132 * 
Card Type: Stage 1 
Evolutions: Evolves from Sabrina’s Venonat 


This Pokémon.works pretty well in a defensive deck where you often have a lot 
of damaged Pokémon on your Bench. Sabrina’s Venomoth’s best attack is 
Healing Pollen. It doesn’t do any damage to your opponent’s Pokémon, but it 
can heal a lot of damage on your Pokémon for only ®. After you’ve done some 
healing, you can retreat Venomoth next turn for free... and you’ll probably 
need to retreat because this Stage 1 Evolution Pokémon has only 60 Hit Points. 
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Removal Beam If the Defending 


Pokémon has any Ei ds attached 
fe) es Poktinog as nergy cards attache 20 


se | of 


SABRINA’S VENONAT 


Card #: 96/132 @ 
Card Type: Basic Pokémon 


Evolutions: —_ Evolves into Sabrina’s Venomoth _ ES 


Sabrina’s Venonat is a good, solid Pokémon for a Grass deck. Alth 
Antennae doesn’t do any “damage,” it does Poison the Defendi 
your opponent doesn’t retreat or use a Full Heal Trainer card, 
damage out of that little attack. Once the Defending Pokém 
Venonat can use Removal Beam to do more damage and remove | Energy, 
Sabrina’s Venonat is worth thinking about using in any Grass deck, es 
one that uses a lot of Poison and/or Energy Removal. 
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Look at your opponent’s hand. 
Then, you may discard as many 
other cards as you want from 
your hand and draw that many 
cards. 


2 Bai”) 


SECRET M/SS/ON 


Card #: 118/132 @ 
Card Type: Trainer 


It’s always fun to know what your opponent's got in his or her hand, but the real 
reason to play this card is that you can draw more cards from your deck. 
Professor Oak will usually work better because you can draw more cards than 
you discard. But if you want to play this along with Professor Oak, you can play 
Secret Mission early and get rid of the cards in your hand you don’t need right 
now and still keep the ones you may need (like Potion and Gust of Wind). 
Professor Oak doesn’t let you do that. 
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Flip a coin. If heads, your opponent sets 
aside all the cards in his or her hand 
face down. Nobody may look at those 
cards. At the end of your opponent’s 
next turn, your opponent puts those 
cards back into his or her hand. If tails, 
your turn ends immediately (you can’t 
attack this turn). 


2 So 


TICKLING MACHINE 


Card #: 119/132 @ 
Card Type: ‘Trainer 


This isn’t the best Trainer card in the world, but it can be a lot of fun. . . well, 
not for your opponent! You have a 50-50 chance of making your opponent 
unable to play any cards during his or her next turn. No more Energy or sneaky 
Trainer cards for your opponent (at least for that turn)! If your opponent is down 
to one Pokémon in play, Tickling Machine also gives you another chance to 
Knock Out that last Pokémon before your opponent can put another one on the 
Bench. The down side is that you risk losing your attack this turn if you play 
Tickling Machine. 
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Count the number of cards in 
your discard pile and shuffle 
them into your deck. Then discard 
that many cards from the top of 
your deck. 


~) mat”) 


TRASH EXCHANGE 


Card #: 126/132 @ 


Card Type: Trainer 


Trash Exchange allows you to use your best cards twice. If you’re using any 
Trainer card that you can use easily, like Potion or card-drawing cards like Bill or 
Professor Oak, you can use Trash Exchange to get these back into your deck. 
Trash Exchange is also fun to use in decks with Pokémon that do a lot of dam- 
age to themselves or that can go to the discard pile when you use them (like 
Blaine’s Moltres). Be careful, though! Trash Exchange works best when you use 


it early—before your discard pile gets too full of cards that you might not want 
to see again. 
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CHECKL/ST 


If you really feel like you have to “catch ’em all,” then you need some way to 
keep track of all the cards you have caught. In the next few pages, we provide a 
checklist for all the sets that Wizards of the Coast has printed so far. 


In addition to the Gym Heroes set, this list includes both of the “regular” 
sets—Base Set, which was printed in 1999, and Base Set 2, which was released 
in February 2000 and replaced Base Set. The list also includes the two expan- 
sion sets that were printed in 1999—the Jungle set and the Fossil set— 
as Team Rocket, the first expansion set of 2000. We even list all the promotiona 
cards that have the promo star (like the Mew card that was given awa’ 

Pokémon TCG League centers in Januar 


die sth are listed-twice in th 

R 0 sets of rare card 

versions of, ar i 

4/82 while n-| vi 

Base Sets do not have two v fo} 

only four cards that appear twice (Brock, Erika, Lt. Surge, and Misty). 
holofoil rare cards in Gym Heroes do not appear as non-holofoil cards. 


The second thing you will notice in our checklist are the rarity symbols. i 
different symbols appear on Pokémon TCG cards next to the card number. These 


shiny holofoil pattern on the cards in a list. 

To use this checklist, simply put an “X” or a check mark in the box in front of 
the card’s name once you have that card in your collection. Keep this list (or one 
like it) near your card binders, so you’ll always know if you have a card or not 
when you are trading. 
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Base Set 
OC) 1/102 
2/102 * 
3/102 * 
4/102 

5/102 9 
6/102 * 
7/102 * 
8/102 %* 
9/102 * 
10/102 
11/102 
12/102 
13/102 * 


O00 


(EEE ENT 


15/102 * 
16/40 


19/10 
20/102 * 


Ol 


28/102 @ 
C a9 


102 © 
| 32/102 # 
_| 33/102 # 
34/102 
|} 35/102 
| 36/102 @ 
37/102 
L] 38/102 
LJ 39/102 @ 
40/102 @ 
41/102 @ 
42/102 @ 
43/102 @ 
C 45/102 @ 
|_| 46/102 @ 
47/102 @ 
48/102 @ 
C 49/102 @ 
50/102 @ 
51/102 @ 
52/102 @ 
53/102 @ 
54/102 @ 


OooO0 


Alakazam 
Blastoise 
Chansey 
Charizard 
Clefairy 
Gyarados 
Hitmonchan 
Machamp 
Magneton 
Mew 


_Nidoking 


Electrode 
Pidgeotto 
Arcanine 


Farfetch’d 
Gro ie 


~ Haunter 


Jynx 
Kadabra 
Kakuna 
Machoke 
Magikarp 
Magmar 
Nidorino 
Poliwhirl 
Porygon 
Raticate 
Seel 
Wartortle 


Bulbasaur 
Caterpie 
Charmander 
Diglett 
Doduo 
Drowzee 
Gastly 
Koffing 
Machop 
Magnemite 
Metapod 


55/102 @ 
56/102 @ 
57/102 @ 
58/102 @ 
59/102 @ 
60/102 @ 
C) 61/102 @ 
C 62/102 @ 
Oo 
o 


|) | 


74/102 
75/102 
76/102 * 


C) 77/102 * 


C) 78/102 * 
El'sassa 


80/102 @ 
81/102 


0 82/102 @ 
_] 83/102 @ 
| 84/102 @ 
~] 85/102 @ 


] 86/102 
0) 87/10: 

02 @ 
89/102 @ 
90/102 
91/102 @ 
92/102 @ 


OOo! 


C) 93/102 @ 
UO 94/102 @ 
UO) 95/102 @ 
C 96/102 @ 


O) 97/102 
U 98/102 
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Nidoran 
Onix 
Pidgey 
Pikachu 
Poliwag 
Ponyta 
Rattata 


Squirtle 


Spray 
Imposter 
Professor Oak 
Item Finder 
Lass 
Pokémon 
Breeder 
Pokémon 
rader 
Scoop 
uper Energy 
Removal 
Defender 
Energy 
Retrieval 
Full Heal 
Maintenance 
PlusPower 
Pokémon 
Center 
Pokémon Flute 
Pokédex 
Professor Oak 
Revive 
Super Potion 
Bill 
Energy 
Removal 
Gust of Wind 
Potion 
Switch 
Double 
Colorless 
Energy 
Fighting Energy 
Fire Energy 
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OU 99/102 
CO) 100/102 


D5 101/102 


C] 102/102 


Base Set 2 


13/130 » 
14/130 * 


| 29/130 * 
30/130 * 
31/130 * 
32/130 * 
33/130 @ 
34/130 
35/130 # 
36/130 @ 
37/130 
38/130 @ 
39/130 @ 
40/130 @ 
41/130 @ 
42/130 @ 
43/130 
44/130 
45/130 
UJ 46/130 @ 
0 47/130 # 


OOoOoo0o00oo000 


OOOoOo00 


Grass Energy 
Lightning 
Energy 
Psychic 
Energy 
Water Energy 


Alakazam 

Blastoise 

Chansey 
harizard 


Electrode 
Kangaskhan 
Mr. Mime 
Pidgeotto 
Pinsir 
Snorlax 
Venomoth 
Victreebel 
Arcanine 
Butterfree 
Charmeleon 
Dewgong 
Dodrio 
Dratini 
Exeggutor 
Farfetch’d 
Fearow 
Growlithe 
Haunter 
Ivysaur 
lynx 
Kadabra 
Kakuna 


CHAPTER FOUR: GYM HEROES CARD ENCYCLOPEDIA 
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This card stays in play when you play it. Discard this card if 
another Stadium card comes into play. 


Whenever a player attacks with a Pokémon with Lt. 
Surge in its name, he or she may flip a coin. If heads, 
and if that Pokémon’s attack does damage to the 
Defending Pokémon (after applying Weakness and 
Resistance), that attack does 10 more damage to the 
Defending Pokémon. If tails, the attacking Pokémon 
does 10 damage to itself in addition to whatever its 
attack usually does. 


) SQ 


VERMILION CITY GYM 


Card #: 120/132 @ 
Card Type: Trainer (Stadium) 


Poor Lt. Surge! Vermilion City Gym doesn’t look too good when you compare it 
to most of the other Stadium cards in the set. But Lt. Surge’s Pokémon are usu- 
ally pretty aggressive, and the Vermilion City Gym gives them a chance to doa 
little extra damage (although they’re just as likely to damage themselves). If you 
play this Stadium card in a Lt. Surge deck, be sure to play with Potions and 
Potion Energy to protect your Pokémon. 
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48/130 @ —_Lickitung 102/130 * Imposter 1 15/64 * Vileplume 
49/130 @ ~~ Machoke Professor Oak 16/64 * Wigglytuff 
50/130 @ — Magikarp 1 103/130 * Item Finder 7 17/64 * Clefable 
51/130 @ = Magmar 104/130 * Lass LI 18/64 * Electrode 
L] 52/130 @ = Marowak 105/130 * Pokémon [] 19/64 * Flareon 
53/130 @ ——Nidorina Breeder 20/64 * Jolteon 
54/130 @ —Nidorino [1] 106/130 * + Pokémon 1 21/64 * Kangaskhan 
55/130 ® — Parasect Trader CJ 22/64 * Mr. Mime 
(156/130 @ Persian (107/130 * Scoop Up 23/64 * Nidoqueen 
(157/130 @ —Poliwhirl () 108/130 * — Super Energy 24/64 * Pidgeot 
58/130 @ —Raticate Removal 25/64 * Pinsir 
[1] 59/130 @ ~— Rhydon 1 109/130 @ Defender Scyther 
60/130 @ — Seaking 1 110/130 @ Energy Oo Snorlax 
(| 61/130 @ = Seel Retrieval Oo Vaporeon 
62/130 @ = Tauros [J] 111/130 @ Full Heal Venomoth 
63/130 @ — Wartortle C) 112/130 @ ~~ Maintenance B Victreebel 
64/130 @ Weepinbell oO 113/130 @ ~~ PlusPower Vileplume 
1 65/130 @ = Abra 114/130 @ — Pokémon (1) 32/64 * — Wigglytuff 
0 66/130 @ Bellsprout Center C) 33/64 @ Butterfree 
(] 67/130 @ ~— Bulbasaur (1) 115/130 @ ~~ Pokédex C) 34/64 @ Dodrio 
(1 68/130 @ —Caterpie (1 116/130 @ Professor Oak C) 35/64 @ Exeggutor 
69/130 @ ~~ Charmander (J 117/130 @ — Super Potion C) 36/64 @ Fearow 
(1 70/130 @ = Cubone 1) 118/130 @ Bill 37/64 @ Gloom 
1) 71/130 @ _Diglett 1 119/130 @ Energy 1) 38/64 — Lickitung 
(72/130 @ = Doduo Removal Oo Marowak 
() 73/130 @ ~~ Drowzee [120/130 @ — Gust of Wind Nidorina 
(74/130 @ — Exeggcute (J 121/130 @ — Poké Ball Parasect 
(]75/130@  Gastly (1) 122/130 @ Potion OC 42/64 ¢ Persian 
C) 76/130 @ ~~ Goldeen C 123/130 @ == Switch 0 43/64 — Primeape 
(177/130 @ Jigglypuff (0 124/130 @ Double OO 44/64 @ Rapidash 
} 78/130 @ Machop Colorless CT 45/64 Rhydon 
79/130 @ — Magnemite Energy CO 46/64 @ Seaking 
C] 80/130 @ ~~ Meowth 0 125/130 Fighting Energy C) 47/64 @ Tauros 
C) 81/130 @ = Metapod 1) 126/130 Fire Energy 48/64 — Weepinbell 
C 82/130 @ —Nidoran 9 1 127/130 Grass Energy 49/64 @ Bellsprout 
83/130 @ Nidorand 128/130 Lightning CT] 50/64 @ Cubone 
(] 84/130 @ — Onix Energy 0 51/64 @ Eevee 
85/130 @ = Paras C) 129/130 Psychic Energy OC 52/64@ Exeggcute 
L] 86/130 @ —Pidgey 130/130 Water Energy 53/64 @ Goldeen 
87/130 @ ~~ Pikachu _| 54/64 @ Jigglypuff 
(88/130 @ —Poliwag Jungle 0 55/64 @ Mankey 
CO 89/130 @ —Rattata LU 1/64 * Clefable 0) 56/64 @  Meowth 
(90/130 @ ~~ Rhyhorn I 2/64 * Electrode 57/64@ — Nidoran 
(1) 91/130 @ ~~ Sandshrew LI 3/64 * Flareon 1 58/64 @  Oddish 
92/130 @  Spearow LI 4/64 * Jolteon 0 59/64 @ Paras 
[93/130 @ — Squirtle J 5/64 * Kangaskhan 60/64@ Pikachu 
(1 94/130 @ — Starmie 0 6/64 * Mr. Mime C) 61/64 @ Rhyhorn 
95/130 @ —Staryu U 7/64 * Nidoqueen C) 62/64 @ Spearow 
CL] 96/130 @ ~~‘ Tangela 8/64 * Pidgeot (] 63/64 @ — Venonat 
97/130 @ ~— Venonat LI 9/64 * Pinsir —) 64/64 @ Poké Ball 
98/130 @ — Voltorb C) 10/64 * Scyther 
199/130 @ — Vulpix 0 11/64 « Snorlax Fossil 
1 100/130 @ + Weedle 0) 12/64 * Vaporeon D 1/62 * Aerodactyl 
101/130 * Computer LI 13/64 * Venomoth L] 2/62 x Articuno 
Search L] 14/64 * Victreebel 3/62 * Ditto 
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6/132 * Lt. Surge’s 35/132 @ Blaine’s 62/132 @ Blaine’s 
Electabuzz Growlithe Growlithe 
(Lv. 28) (Lv. 17) (Lv. 15) 
7/132 * Lt. Surge’s C 36/132 @ —_Blaine’s (1 63/132 @ —_Blaine’s Ponyta 
Fearow Kangaskhan L] 64/132 @ Blaine’s Tauros 
8/132 * Lt. Surge’s 0 37/132 @ Blaine’s 65/132 @ Blaine’s Vulpix 
Magneton Magmar 66/132 @ Brock’s 
9/132 * Misty’s Seadra 38/132 @ — Brock’s Geodude 
10/132 * Misty’s Geodude (Lv 13) 
Tentacruel (Lv. 17) 67/132 @ Brock’s Mankey 
0 11/132 * Rocket’s 0D 39/132 @ Brock’s Golbat (Lv. 10) 
Hitmonchan 0 40/132 @ Brock’s (68/132 @ —_Brock’s Mankey 
CO) 12/132 * Rocket’s Graveler (Lv. 12) 
Moltres 0 41/132 @ —-Brock’s (69/132 @ —_ Brock’s Onix 
(J 13/132 * Rocket's Lickitung (Lv. 41) 
Scyther © 42/132 @ —_Erika’s Dratini (70/132 @ — Brock’s 
[14/132 * — Sabrina’s OC 43/132 @ — Erika’s Rhyhorn 
Gengar Exeggcute (Lv. 29) 
(15/132 * Brock (Lv. 15) —] 71/132 @ —_Brock’s 
{] 16/132 * Erika 0) 44/132 @ — Erika’s Sandshrew 
O 17/132 Lt. Surge Exeggutor (Lv. 13) 
(1) 18/132 » Misty CO 45/132 @ —_ Erika’s Gloom (72/132 @ — Brock’s 
Oo 19/132 * The Rocket’s (Lv. 24) Sandshrew 
Trap OC 46/132 @ —_Erika’s Gloom (Lv. 20) 
-] 20/132 * —_ Brock’s Golem (Lv. 28) J] 73/132 @ —_Brock’s Vulpix. 
(] 21/132 * —_Brock’s Onix C 47/132 @ —_Erika’s Oddish (] 74/132 @ — Brock’s Zubat 
(Lv. 30) (Lv. 12) (Lv. 11) 
C) 22/132 * — Brock’s 0 48/132 @ — Erika’s }75/132@ Erika’ 
Rhyhorn Weepinbell Bellsprout 
(Lv. 25) (Lv. 26) (Lv 12) 
1 23/132 * —_Brock’s C) 49/132 @ — Erika’s [76/132 @ — Erika’s 
Sandslash Weepinbell Bellsprout 
_| 24/132 * — Brock’s Zubat (Lv. 30) (Lv. 15) 
(Lv. 5) C1 50/232 @ Lt. Surge’s 177/132@ — Erika’s 
O 25/132 * Erika’s Clefairy Magnemite Exeggcute 
(26/132 * —Erika’s (Lv. 10) (Lv. 12) 
Victreebel oO 51/132 @ Lt. Surge’s 78/132 @ Erika’s Oddish 
LJ 27/132 * Lt. Surge’s Raticate (Lv. 15) 
Electabuzz 0 52/132 Lt. Surge’s C) 79/132 @ Erika’s Tangela 
(Lv. 22) Spearow 80/132 @ Lt. Surge’s 
CL] 28/132 * Lt. Surge’s - (Lv. 8) Magnemite 
Raichu 53/132 @ — Misty’s Poliwhirl (Lv. 12) 
29/132 * = Misty’s 54/132 @ Misty’s C 81/132 @ Lt. Surge’s 
Cloyster Psyduck Pikachu 
|] 30/132 * — Misty’sGoldeen [1] 55/132 @ _Misty’s Seaking _] 82/132 @ Lt. Surge’s 
(Lv. 8) C) 56/132 @ —Misty’s Starmie Rattata 
(J 31/132 * Misty’s 57/132 @ Misty’s | 83/132 @ —_Lt. Surge’s 
Poliwrath Tentacool “Spearow 
32/132 * = Misty’s (Lv. 16) (Lv. 17) 
Tentacool 58/132 @ — Sabrina’s ] 84/132 @ Lt. Surge’s 
(Lv. 12) Haunter Voltorb 
\_] 33/132 * Rocket’s (59/132 @ — Sabrina’s Jynx |_| 85/132 @  — Misty’s Goldeen 
Snorlax 1 60/132 @ — Sabrina’s (Lv 10) 
34/132 * — Sabrina’s Slowbro 86/132 @ — Misty’s Horsea 
Venomoth 0X 61/132 @ Blaine’s L) 87/132 @ Misty’s Poliwag 
Charmander C 88/132 @ —Misty’s Seel 
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4/62 * 
5/62 * 
6/62 * 
7/162 * 
8/62 * 
9/62 
10/62 * 
11/62 » 
12/62 * 
13/62 * 
L] 14/62 
L]| 15/62 » 
16/62 * 
(17/62 * 
18/62 * 
19/62 * 
| 20/62 * 
21/62 * 
22/62 * 
23/62 * 
24/62 * 
25/62 * 
26/62 * 
27/62 * 
28/62 * 
29/62 * 
30/62 * 
|_| 31/62 @ 
| 32/62 @ 
33/62 @ 
34/62 
35/62 @ 
36/62 @ 
37/62 @ 
38/62 @ 
39/62 
| 40/62 @ 
| 41/62 @ 
_| 42/62 @ 
43/62 @ 
44/62 
45/62 
L} 46/62 @ 
47/62 @ 
48/62 @ 
49/62 @ 
50/62 @ 
51/62 @ 
52/62 @ 
53/62 @ 
54/62 @ 
55/62 @ 
56/62 @ 
57/62 @ 
C] 58/62 


(=) |) a) ( 
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O 
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Dragonite 
Gengar 
Haunter 
Hitmonlee 
Hypno 
Kabutops 
Lapras 
Magneton 
Moltres 
Muk 
Raichu 
Zapdos 
Aerodactyl 
Articuno 
Ditto 
Dragonite 
Gengar 
Haunter 
Hitmonlee 
Hypno 
Kabutops 
Lapras 
Magneton 
Moltres 
Muk 
Raichu 
Zapdos 
Arbok 
Cloyster 
Gastly 
Golbat 
Golduck 
Golem 
Graveler 
Kingler 
Magmar 
Omastar 
Sandslash 
Seadra 
Slowbro 
Tentacruel 
Weezing 
Ekans 
Geodude 
Grimer 
Horsea 
Kabuto 
Krabby 
Omanyte 
Psyduck 
Shellder 
Slowpoke 
Tentacool 
Zubat 

Mr. Fuji 


UO 59/62 @ 
Ui 6o/ez@ 
CL) 61/62 @ 
CX 62/62 @ 


Team Rocket 
C1 1/82 * 

2/82 x 
3/82 * 
4/82 * 
5/82 * 
6/82 * 
7/82 * 
8/82 * 
9/82 * 
10/82 
LJ 11/82 * 
12/82 * 
13/82 * 
CL} 14/82 » 
CO) 15/82 


IC 


Oo 
a 


16/82 * 


17/82 * 


} 18/82 * 
(] 19/82 * 
C) 20/82 * 
0D 21/82 * 
C) 22/82 * 
} 23/82 * 
} 24/82 * 
25/82 * 
|_| 26/82 * 
27/82 * 
| 28/82 * 
C] 29/82 * 
] 30/82 * 
CO) 31/82 * 
L} 32/82 @ 


33/82 @ 
L} 34/82 @ 
35/82 @ 
36/82 @ 
| 37/82 @ 
L] 38/82 @ 
O 39/82 @ 
40/82 @ 
OD 41/82 @ 
L] 42/82 
LJ 43/82 @ 
LJ 44/82 @ 
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Energy Search 
Gambler 
Recycle 
Mysterious 
Fossil 


Dark Alakazam 
Dark Arbok 
Dark Blastoise 
Dark Charizard 
Dark Dragonite 
Dark Dugtrio 
Dark Golbat 
Dark Gyarados 
Dark Hypno 
Dark Machamp 
Dark Magneton 
Dark Slowbro 
Dark Vileplume 
Dark Weezing 
Here Comes 
Team Rocket! 
Rocket’s Sneak 
Attack 
Rainbow 
Energy 

Dark Alakazam 
Dark Arbok 
Dark Blastoise 
Dark Charizard 
Dark Dragonite 
Dark Dugtrio 
Dark Golbat 
Dark Gyarados 
Dark Hypno 
Dark Machamp 
Dark Magneton 
Dark Slowbro 
Dark Vileplume 
Dark Weezing 
Dark 
Charmeleon 
Dark Dragonair 
Dark Electrode 
Dark Flareon 
Dark Gloom 
Dark Golduck 
Dark Jolteon 
Dark Kadabra 
Dark Machoke 
Dark Muk 

Dark Persian 
Dark Primeape 
Dark Rapidash 
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45/82 
46/82 @ 
47/82 @ 
48/82 @ 
49/82 @ 
50/82@ 
51/82 @ 
52/82@ 
53/82@ 
54/82 @ 
55/82 @ 
56/82@ 
57/82@ 
58/82 @ 
59/82@ 
60/82 @ 
61/82 @ 
62/82 @ 
63/82 @ 
64/82 @ 
0 65/82 @ 
66/82 @ 
67/82 @ 
68/82 @ 
69/82 @ 
t_] 70/82 @ 
C 71/82 * 


JO00 


OO 


ooo 


ljoOooood 


U 


Oo 72/82 * 


C) 73/82 
0 74/82 
0 75/82 @ 
76/82 


0 77/82 @ 


78/82 @ 


CF 79/82 @ 
OC 80/82 * 


g 


81/82 @ 


C 82/82 @ 
L) 83/82 x 


Gym Heroes 
0 1/132 * 
D 2/32 * 
DC 3/132 * 
D 4h32 * 


U 5/132 * 


Dark Vaporeon 
Dark Wartortle 
Magikarp 
Porygon 

Abra 
Charmander 
Dark Raticate 
Diglett 

Dratini 
Drowzee 
Eevee 

Ekans 

Grimer 
Koffing 
Machop 
Magnemite 
Mankey 
Meowth 
Oddish 
Ponyta 
Psyduck 
Rattata 
Slowpoke 
Squirtle 
Voltorb 

Zubat 

Here Comes 
Team Rocket! 
Rocket’s Sneak 
Attack 

The Boss's 
Way 
Challenge! 
Digger 
Imposter Oak’s 
Revenge 
Nightly 
Garbage Run 
Goop Gas 
Attack 

Sleep! 
Rainbow 
Energy 

Full Heal 
Energy 

Potion Energy 
Dark Raichu 


Blaine’s Moltres 
Brock’s Rhydon 
Erika’s Clefable 
Erika’s 
Dragonair 
Erika’s 
Vileplume 


NOTES: 
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